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The future of gaming is now. With over 20 titles - spanning a wide range of genres- already 
available, the potential of the PlayStation.3 system is being realized. It all starts with 
the PlayStation.3 system's advanced microprocessor, the Cell Broadband Engine 
It's the very thing that game developers have always dreamt about. A microprocessor 
so advanced and so powerful, it allows the PlayStation.3 system to process a multitude 
of tasks all at once. Which means the А... acts less predictably, creating game play 
that is beyond challenging-and beyond believable. Now it’s possible for every enemy 
to have individual А1. and the laws of physics to determine how bullets spray and how 
explosions sound. Combine all this digital horsepower with the greater storage 
capacity and higher-definition image output of Blu-ray and you can see why this system, 
more than any other, will truly let you play beyond. Learn more at playb3yond.com. 


Video output in HD requires cables and an HD-compatible display, both sold separately. Copy-protected Blu-ray video discs can only output at 1080p using an HDMI cable connected to a device that is compatible with the HDCP standard. 
HDMI cable not included. Additional equipment may be required to use the HDMI connector. Cell Broadband Engine: “PlayStation” and the "PS" Family logo are registered trademarks of Sony Computer Entertainment Inc. Play B3yond 
is a trademark of Sony Computer Entertainment America Inc. All names, brands and associated imagery featured are trademarks and/or copyrighted materials of their respective owners. The NBA and individual NBA member team 
identifications reproduced on this product are trademarks and copyrighted designs, and/or other forms of intellectual property, that are the exclusive property of NBA Properties, Inc., and the respective NBA member teams and may 
not be used, in whole or in part, without the prior written consent of NBA Properties, Inc. ©2006 NBA Properties, Inc. All rights reserved. 
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Sonic and his tap. қ” V : TIR one will emerge victorious! With mega 
Boosts and a bag Tull of Eick, they launch Fireballs, zap each other with Confusion, or 
vault over each other as they bolt for the finish line. Compete in multiplayer mode against 
your own rival to prove who is best! 
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Master counter-terrorism techniques like inverted 
rappelling, window entry, demolitions, and more. 


Las Vegas, Nevada. It used to be America’s playground. 
Now it's a battleground. 


Use tactical planning to compete in split-screen 
or online multiplayer matches. 
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Why We Make PSM 


We love games 

We know how exciting 
itis to find that rare game 
that will keep you playing 
for days without sleep. We 
also know how tough it is to 
pick that game out of the 
hundreds on sale. Buyers 
need expert guidance, but 
most game magazines read 
like an overstuffed catalog, 
only adding to the confusion. 


Gamers need more 
from a magazine 
A game magazine should 
cut through the clutter 
and point you toward 
what's important. It should 
focus on better coverage 
of the games that really 
matter. Above all, reading 
a magazine should be 
fun, entertaining, and 
enlightening — not work. 


The PSM Staff 
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Chris Slate 


DEPUTY EDITOR-IN-CHIEF 


Kaiser Hwang 


http://youtube.com/watch?v= 
Q6PhyWn99XA&mode=related 
&search= 


Well hel-ooo PS3! 


With all due respect to the PS2 - which 
has given me countless hours of 
entertainment - | sure am glad that 
| don't have to look at its butt-ugly 
games anymore. Hey, | know that's 
harsh, but here at PSM we've lived 
and breathed this system for every 
hour of every day since it launched 
over six years ago! For the past year 
we've had to watch the guys at Official 
Xbox Magazine play their 360s every 
day, and that’s just annoying. Now that 
the next-generation is finally here for 
PlayStation fans, 2007 is gonna rock! 
[By the way, some PSM staffers 
weren't here to write their blurbs this 
month — can you guess which ones?] 


ASSOCIATE EDITOR 
Justin Cheng 


Р53 is here, but | haven't really 
had the time to enjoy it. Too 
many games to play! | guess 
that's a good problem to have. 


ART DIRECTOR 
. Chris Imlay 


Download the MotorStorm 
demo from the Р53 Internets! 
It's radicals, AMIRITE?! 


The 


Office 


Old TV Biding Time Until Newfangled 
j: HDTV Must Be Returned 


PS M > 7! While he evaluates а huge, new, flat panel HDTV for 


review, Associate Editor Justin Cheng has been acting like 
his old CRT television wasn't even in the same room. 
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In 2007, 
PlayStation 
gaming 
changes 
forever: > > > > r ERP EP TEI! 


photography by Mark Madeo 
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+ Welcome to the year of the PS3! 
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2007's HOTTEST GAMES 
ЗЕ PLAYSTATION 3 
[тумо — [8 
[Assassins Creed — |46] 
[BrothersInArms | [28] 
: a 1 [Cipher Complex — [30] 
М“: The PS2 is dead. Well, for gamers like us, at least. Little Bobby may 
be happy with his hand-me-down system, but for serious players, 
2007 is all about the PS3. So, what exactly should you look forward [Ghost Recon: Advanced Warfighter 2 | 22 | 
to on Sony's new wonder console? We've dedicated an entire issue to [GrandTheftAutolV |48) 
answering that very question. Read on, and get ready for one wild ride! (Haite? аа [48] 
[Heavenly sword — [4s] 
[твото E 
„> [LANore — ^ [50] 
[Mercenaries2 — 7 |50) 
Doo а 
Guns of the Patriots 


[MotorStorm «BY 
N | 52 | 


The Elder Sorole Vv Obivion — — [48 
Unreal Tournament2007 — [54] 
Wana — — T84- 
2 PLAYSTATION2 ____` 
[Dawn ofMena__________| 56 
[SodofWarl — —  — [88] 


Ratchet and Clank: Size Matters | 57 | 
The Elder Scrolls [56 | 


2007's SLEEPER HITS 
fAloneinthe Dark J46] 
[BackSteArea] — [46] 
[Clive Barker's Jericho |46| 
[DarkSector —  — — [46] 
PG. 045 PG. 042 
[Summan2 јат 


SPECIAL REPORTS 

[PS3: Whats Next? — 54| 
PlayStation Network: ЕН 
Changing the Way We Play. 
[AMakeorBreskYearforPSP — [B8 
[PSM's 2007Predictions | 59 | 
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MADEBY 


EA Montreal 


% TWINS 
You can choose 
to play either 
character. 
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ЕЗ Тһе pressure's on at 

EA Montreal. One of 

the mega-company's newest 
in-house development studios, 
EAM has three monumental 
tasks ahead of it: one, develop 
a new and memorable IP for the 
company; two, successfully 
execute a style of gameplay 
that's never been fully explored; 
and three, simply prove itself as 
a studio worth keeping around. 
Of course, all three of these 

are inevitably intertwined, 
consequently raising the 

stakes threefold for any and all 
objectives. The studio’s potential 
trump card? A game cleverly 
titled Army of Two. 


com 


TWO-HEADED BOY 

As Reid Schneider, Senior 
Producer, simply puts it, “This 
game's all about co-op.” Now 
that might seem like a crude 
claim, given the endless number 
of multiplayer titles that have 
been released over the last two 
decades, but Army of Twois 
different. It's not about simply 
having more people playing to 
make a game easier. It's about 
something deeper and more 
integral to the whole concept 

of cooperation. "It's all about 
two-man strategies," says 
Schneider. "We want to recreate 
the feel from a lot of movies 

like Bad Boys, for example. We 


really wanted to bring that into 
the game space and are really 
focused on the whole idea of 
cooperation, and [creating] 
gameplay that people haven't 
experienced before." 

What this essentially boils 
down to is, every action and 
every level is built from the 
ground up to emphasize not 
only the advantages of playing 


я CHOICES 
Play with а 
friend, play 
with the CPU. 


are also responsible for player 
death; if one player's dying, the 
other player really has to rescue 
them – has to drag them out, 
has to do CPR. There are also 
modes where you can heal them. 
There's also a lot of stuff like 
co-op sniping, where it’s really 
to your advantage to work with 
your partner, and if you don't 
work together, you won't beat 
the mission.” 

The amount of moves available 
to the player(s) is almost 
staggering. From simple boosts 
up a wall, to co-op rappelling, 
to co-op parachuting, there 
seems to be very little the 
team at Montreal hasn't 0128 


BACKSEAT ¥ 
DRIVER 


Avariety of 
vehicles are 
inthe game 
and can be 
used to solve 
puzzles and/or 
wreak havoc. 
They include a 
jeep, Hummer, 
large and 

| small forklifts, 
ahelicopter, 
anda tank. 
Dur favorite, 
though, is the 
land-and-sea 
hovercraft. 
Just keepin 
mind that the 
enemies can 
use them, too. 
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thought of. If you can 
think of it, it's likely that your 
two characters, Elliot Salem 
and Tyson Rios, will be able to 
do it. In fact, they can do things 


aim you so you can fire at things. 
So again, it's the two players 
working together, even with two 
vehicles linked together to make 
it through a map. It's all co-op.” 


HE'S THINKING 

Thetitle Army of Two betrays 
the fact that you'll always be 
playing with another person, 
real or not. If you are playing 


you probably never would have 
thought of - ever. 

But it's important to note that 
as many canned animations and 
predetermined spectacles there 
are, there's a level of freedom 
that allows the player to explore 
the environment, try new things, 
and come up with co-op tactics 
on their own. "We have this idea 
of towable things," says Ferriera. 
"For example, say there's an 
F-18 parked on a map. You can 
get in the gunner's cockpit and 
fire missiles — but you can't aim. 
What someone else can do is use 
this tow vehicléto lock on the 
front and drag you aroünd and 


MADE TO 
ORDER 
Army of Two's weapon 
customization is hands- 
down one of the most 
sophisticated we've 
seen yet in a game. For 
instance, once you've 
picked, say, a heavy 
machine gun, you can 
then adjust its stock, 
barrel, cartridge, front 
mount, suppressor, 
scope and armor, all 
with real-time visual 
changes. Each parameter 
will significantly change 
the feel of the weapon. 

| - something you can test 
Immediately in a fully- 
modeled firing range. 
The team hopes that the 
weapon you create will be { 
you and your character's 
identifying branding. 
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with a friend, the game opens 
itself up to experimentation, 
buddy tactics, and maybe even 
atouch of smack talk. If you 
aren't, the other character is 
controlled by the CPU. Now, we 
can't overstate the importance 
of well designed A.I. in the game. 
The entire concept of the game 
and how successful it is depends 
largely on just how well the A.l. 
character can adapt and react to 
you and the way you play. 
Thankfully, іп one of the live 
demos we меге shown, the 
partner A.l. appeared to be on 
point. He took cover when it was 
needed, advanced when it was 


heal те) 4 don’ t worry, it's their job to cover you while they carry you away to safet 


safe, and took into consideration 
your character's movements, 
trying to find a complementary 
middle ground and helping when 
it was needed, whether that be 
with firepower, or simply helping 
to push over a heavy object for 
cover, for example. 

The game's A.I. is important 
to the enemies as well for 
obvious tactical reasons, but 
also. because there are simply 
alarge number of them. This 
means they need to be aware of 
each other and the environment 
on a very basic level. "We've 
invested very heavily in making 


A.l. that works,” says Schneider. 


“If you're making a game called 
Army of Two, you really need 
to feel like you're an army. The 
quickest way to make people feel 
like an army is to be fighting an 
army. Basically, you need to have 
alot of characters onscreen." 
Nathan Brierley, Lead А.І. 
Programmer, elaborates on this 


idea, noting the impactA.l. has 


on large groups of characters: 
"If we set up a battle sequence 
with, say, two teams of guys 
fighting it out with 20 guys on 
each team, it's really important 


thatthey'aré able to do basic 


things, like'avóid each other 
and avoid obstacles on the map. 
Typically in games, that's not 
often the case. So we have to put 
a lot of effort into [the A.1.].” 

- Making the problem even more 


complicated is the fact | ші 
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UNREAL 
FACTOR 


The game 

has recently 
moved the 
game over to 
the popular 
Unreal Engine. 
Why? Seeing 
as how much 
ofthe core 
team worked 
onthe original 
Unreal-based 
Splinter Cell 
game, it only 
makes sense. 
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— Я HIGHER 
GROUND 

The forklift is 
used for several 


that much of the world 
is movable and destructible. 

"Ina lot of squad-based type 
games, they don't leave a 
lot of debris, whether that's 


- mew debris or whatever itis,” 
says Schneider. "When things 


` BELIEVE IT 


4 Vander Caballero, the game's Design 
Director, is the madman (or genius) 
à : : "walls or: other, and another 
JAM outlandish ideas. Everything from the ; ка. : к= ster would ` 
P. / use of the SIXAXIS to the bizarre- 4 ч : EI 
" but-awesome mini-games are his 
ideas. He was kind enough to show us 
atool he uses to test out these ideas 
- something he calls his "white room." 
In one run through of a level he and one 
SS artist built, the A.I. character opened 
up a dresser and smelled a pair of 
| women's panties, pissed in a coffee 
pot that an enemy would later drink 
from, turned on a radio that blared 
the sounds of The Strokes, cut up a. 
poster of George W. Bush, and made a 
phone call that played a sample from 
a Marky Mark movie. The purpose of 
these actions? Character development, 
of course. [Note: The Strokes sample, 
Bush poster, and phone call sample 
were all placeholder... we think.] 
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THE FIRST GREAT DRIVING GAME FOR THE NEXT GENERATION 


Push graphical limits with Customize your performance Challenge or team-up with 
the pinnacle of the legendary and appearance in over players from around the world 
Ridge Васег series. 380,000 combinations. in heated online races. 
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PURE GENIUS 


When we say that every part of this game involves two people, we mean 
it. Two mini-games we saw were initiated when the player was either 
dying, or shot and bleeding to death. When one character is dying, the 
view changes to show one player giving the other CPR (see screenshot 
on right). One player must time the CPR correctly to be effective, while 
the dying player runs away from the tunnel of light, Track and Field- 
style. Yes, thattunnel of light. Run too fast and you can even trip. 

When bleeding to death, one player is down on the ground with his 
heart shown on the right side of the screen. The other player is sitting 
above them with a tampon in one fist, the goal being to ram it into the 
wound that's bleeding. The challenge is that blood from the wound is 
constantly being sprayed across the screen, obscuring your vision. For 
therecord, the team hireda real-life mercenary as an advisor ,and using 
atampon to stop a bleeding wound is standard procedure. No, really. 


nn 


even use squad techniques if the. 

"tables are turned. As Ferriera 
notes, "Pretty much everything 
you can do, your enemies can do 
as well." This includes vaulting 
over objects, navigating dynamic 
environments, and simply 
playing smart. 


© LIFT IT If you 
feel like it, you) 


Brierley is in charge of 
creating this sophisticated 
A.l., which is sometimes even 
more complex than you think. 
“So basically we've got three 
layers [to the enemy A.I.],” says 
Brierley. “The first layer is their 
individual brain. We also 80201 
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210198 have squad A.l., and 
then something that's called 
a warlord. A warlord actually 
controls the squad and squad 
maneuvers like you would in 
an RTS game.” This equates to 
enemies that actually emote, 
feeling confident, scared, or 
perhaps neutral, and acting 
accordingly. It's all very 
impressive to see in live action, THE FUTURE OF TWO 
and refreshing giving the current Army of Two's significance for 
"state of enemy А.І. in games. EA Montreal parallel's that of its 
importance to EA as a whole. 
For a company that's seen 
more than its fair share of flak 
for cookie-cutter sequels and 
uninspired gameplay, going all in 
ona idea like co-op is no small 
gamble. Fortunately, rather 
than crafting a solid-if-standard 
shooter and throwing in a few 
co-op interactions and calling it 
day, the Montreal team seems 
to have started from the core 
concept of cooperation, and had 
the game blossom outward from 
there, ensuring every moment is 
ingrained with game's high-level 
псере. We've only seen the 
е in fragmented parts, but if 
ie final experience is cohesive 
d the A.l. up to par, we may 
a find playing games alone as 
Surd as the sound of one hand 
lapping. KAISER HWANG 


8 xx 
SIXAXIS THAT WORKS 


Perhaps the most tacked-on feature in most current PS3 games 
is the use of the tilt sensor, but Army of Two uses it in ways that 
not only make sense, but are fun. One example is when your two 
characters use a mortar. One character can shoot a probe into 
the air giving them а birds-eye view of the land. Using the tilt 
function, you can aim a reticule of sorts over any target, guiding 
the mortar's shot to any target. Using the tilt sensor rather than 
simply aiming with the analog stick feels more rewarding as it's 
more challenging to pull off. 

Another example, one that’s so simple that many developers 
are bound to slap their foreheads after seeing it, is when 
you're sniping. Remember the first time you played a game 
that simulated the exaggerated shake from a zoomed-in sniper 
scope? Now, using the SIXAXIS, that shake is real - It comes from 
your hands. No doubt we'll see this in hundreds of games later on, 
so remember where you saw it first. 
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EVIL KNOWS 


THE HELGHAST ARE BACK 


And they're taking hostages. Set out on an impossible mission to save them. Use the 


terrain to your advantage, as you navigate the battlefield from a new third-person 


perspective. The Killzone war rages on. Exclusively for the PlayStation' Portable. ТЕ | в Е R AT | O N 


Blood 
Language | | | у: 


Violence 


PlayStation Portable 


Killzone": Liberation ©2006 Sony Computer Entertainment Europe. Devel 
and Memory Stick Duo™ may be required, Player responsible for W 


‘omputer Entertainment Europe. АЙ rights 
90 are registered trademarks of Sony C 


С =: Tom Clancy's Ghost 
Soie Recon Advanced Warfighter 2 


* = AREAL TASTE 
= — OF NEXT-GEN 
— = WARFARE 


» 
7 
ЕЗ Sony's Kaz Hirai boldly that it began with the launch of 
claimed at last year's ЕЗ Xbox 360, but most agreed that 
that the next-generation wouldn't one title laid perfect claim to be 
start “until we say it does"; many the ambassador for la prochaine 
gamers, however, begged to differ, génération: Ubisoft's Ghost Recon: 


thank you very much. Some felt Advanced Warfighter. The game 


was full of subtlety. From its gritty, 
war-torn rendition of Mexico City 
to its brilliant heads-up display 
(HUD), GRAW created a superb 
sense of place - specifically, a 
not-so-distant, not-so-implausible 
rendition of future warfare. 

Time for a sequel, then, and 
one with eerily resonant subject 
matter, particularly for American 
audiences. The game will take 
place shortly after the events in 
GRAW, and will revolve around 
the hotly-debated issue of U.S. 
border security. 

"Following the events in Mexico. 
City, the Ghosts leave the country 
after saving the U.S. and Mexican 
presidents; slightly later, when 
they are training in an undisclosed 
fort in Texas, they're called back to 
duty," says David Ness, the game's 
storywriter at Ubisoft Paris. 

"The remaining rebel Mexican 


TEES 


forces have gathered their forces 
alongside the U.S. border.” In this 
imagined future, Ciudad, Juarez is 
separated from El Paso, Texas by 
a newly constructed wall on the 
US/Mexican border, and is one of 
the key strongholds of the rebels. 
The Mexican rebels threaten to 
strike at Americans on U.S. soil if 
they interfere again on what they 
qualify as an internal conflict, and 
hence the Ghosts’ mission: help 
the Mexican loyalists gain control 
of Juarez, and attempt to uncover 
the rebels’ intended plan of attack 
onthe U.S. 

“So will there be shooting,” you 
ask? Why, yes: urban warfare 
remains a significant part of the 
experience. This time around, 
however, the team has placed 
increased importance on what 
they call “vertical gameplay”: 
There will be many opportunities 


uM 1n 


NATURE CALLS It's actually nice to see open environments with very few buildings. 


for players to climb to the top of 
buildings, adding more depth to 
the action through better visibility. 
"Players can use rooftops to their 
advantage to get in great sniping 
positions, [getting] a better image 
of surroundings to better plan 

the approach and attack during a 
scenario," says Christophe Pic, the 
game's lead level designer. “The 
player has to keep in mind 


ТЕ 025 | 


ЕЗ MARKED 
Thankfully, 
once line of 
sight is made, 
your enemies 
are outlined. 


В. 


AVAILABLE 


Shooter 
MULTIPLAYER 


Ubisoft 
MADE BY 


[Ubisoft Paris | 


CLASS OF 2007: MOST DEADLY 
Those who appreciated GRAWs 


class-based deli 
to hear that the 


ineations will be happy 
developer is pushing 


4 this concept even further with GRAW2. 


For one, the visual of each ghost will 
offer more differentiation: you'll be 
able to instantly tell the difference 
between a rifleman, a gunner, or an 
anti-tank specialist, giving you a better 
understanding of the arrangement and 
placement of your team. Of course, 
each class will also have unique 
weapons adapted to their specific 
abilities, including range of fire, 


resistance to enemy fire, and medic 


_ abilities. А new, 


more streamlined 


character selection interface should 
allow the player to instantly see the 
strength and weaknesses of the 
different teammates you can pick. 


. gamesradar. 


Knowledge is contagious. Infect 2 img р thetruth бүл 


CEIFA that with heightened enemy 
A.l., they are also more likely to. 
be spotted by enemy forces while 
exposed in easily seen areas like 
exposed rooftops." 

As mentioned, this GRAW won't 
be limited to the hostile inner 
city; the action will expand out to 
equally hostile rural surroundings. 
The player will be exposed to 
different environments this time 
around, from the mountains 
on top of Juarez, Mexico, to a 
desert Mexican landscape, to the 
modern downtown of El Paso, 
TX. The vast rural outdoor areas 
are more reminiscent of previous 
Ghost Recon affairs than they 
are of GRAW, and the missions 
that take place in desert or 
mountain locations will require a 
change in tactics to adapt to the 
environment. Recon approaches 
will be all the more important, for 
example, as the player will have far 
fewer points of cover. Likewise, 
the use of the new drones (see 
Sidebar) and the expanded intel 
system will be key in navigating 
these areas. "The environments 
will be very open, giving the player 
far more freedom to move the way 
they want and designate specific 
tactics to reach their objectives," 


says Pic. "The events in GRAW2 
will take place on both U.S. and 
Mexican soil, as well as along the 
border itself. As was the case in 
the original GRAW, the game is 
essentially one big environment; no 
loading times mean the experience 
is continuous." 

Of course, ignoring GRAWs 
visuals would be like ignoring the 
intense abdominal pain one gets 
from food poisoning — in other 
words, impossible — and as can 
be seen in the screens here, 
GRAWZ2 looks to up the ante once 
again. Ambient occlusion (which. 
accurately reproduces the way 
shadows appear to the human eye), 
"God Rays" (which simulate the 
way light goes around the surface 
of objects that stop the sun light, 
such as forest trees), and object 
translucency are just a few of the 
terms bandied about, but more 
interesting is the way in which 
these graphical techniques will 


CHOOSE YOUR TEAMMATES 


® Joe Ramirez 
vw 
4 


Ei CLEARLY The difference between soldier classes is much more explicit now. 


ЕЗ HEADS UP 
]The game's 

awesome HUD is 
both informational 
and cool looking. 


affect gameplay. 
Take, for example, the game's 
real-time day and night cycle. 
In GRAW2, as time passes, the 
world will change around you, 
with the sun rising and setting 
dynamically. Couple this with 
the game's translucency 


190972 effect, and the effect is 
significant. "Imagine an enemy 

is hidden in a tent,” says David 
Reizer, the game's lead engineer. 
"Thanks to translucency, you could 
see him through the tent ‘wall’ if 
the light source hits this wall in 

an appropriate way. Having the 
day/night cycle feature in the game 
will mean that the time of day [will 
determine whether] you will see 
the shape of this enemy through 
the tent or not." 

Of course, any military 
simulation worth the disc it's 
burned on makes a high priority: 
of artificially intelligent soldiers, 
and GRAW2 does as well. “One of 
the key things we are changing is 
that enemies will be taking more 
initiatives," says Yann Masson, lead 
game designer on GRAW2. In the 
original, enemies tended to get a 
cover position and use a defensive 
strategy. In GRAW2, they will 
alternate defensive and offensive 
strategies much more. Depending 
on the situation, enemies are likely 
to attack the player much more, 
using flanking tactics when in a 


DRONE 


GRAW Zwill see the introduction of an all-new unmanned support 
drone called the Mule: Its first purpose is to carry weaponry and 
ammunition for you; whenever you're close to the Mule, you'll be able 


to exchange your current equipment with that which it carries. It also 
serves as mobile cover; it's robust and heavily armored, and can sustain 
quite a bit of damage so you don't have to - useful, particularly in the 
game's wide-open rural environments. Finally, the camera-equipped 
drone can be used for recon in particularly dangerous areas. 


This will put the player in a difficult 
situation, pushing them to retreat, 
but also to execute better strategy 
to avoid being put in this kind of 
Situation." Expect more diversity. 
in your enemies as well. The. 
mercenaries will use different 
tactics than, say, the Mexican 
rebels, while some of the elite 
enemies will have access to more 
advanced weaponry (including 
some of the most high-tech 
weapons that the Ghosts were 


using in GRAW, like the Gun Cam). 
It may sound like a lot, but 
all of this merely hints at what 
Ubisoft has planned for GRAW2. 
Anew medic class, a new 
communications system, and all 
the futuristic weaponry a virtual 
super-soldier could ask for are in 
the works. Of course, the question 
still remains: can the team in Paris 
usher in the next next-generation? 
EVAN SHAMOON 


POINTS OF VIEW 


Being strategic means you'll have to 
utilize all the visual intel you can. 


dominant position for example. 


ENTER When i 


WATCH HIGH-DEFINITION MOVIES 4 
ON YOUR PLAYSTATION 3 А 


e FULL 1080р HIGH DEF PICTURE 
e SUPERIOR SOUND QUALITY 


e PLAYSTATION 3 COMPATIBLE Т 
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d Design Sony Pictures Home Entertainment Inc. All Rights Reserved. “стік 
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PREV 


AVAILABLE 


2007 
TYPE 
Shooter 


MULTIPLAYER 


ESRB RATING 
Pending 
PUBLISHER 


Gearbox Studios 


я KEEP ІТ REAL The characters and events in the вате 
are all based on historical records, so pay attention. 


р % А/стлпон 


IEW + UPDATE + Brothers in Arms: Hell's Highway 


out there, Brothers in Arms? The 
attention to authenticity visually, 
tactically, and historically have 
always placed it on a rung just 
above the standard run-and-gun 
shooters - a fact only justified 
by the game's endorsement by 
the Veterans of Foreign Wars 


com 


=: Brothers in Arms: Hell's Highway 


LIVE OUT WAR & LEARN 
SOMETHING FROM IT 


E3 Who can forget the series 
that we've consistently 


labeled as the best WWII franchise 


organization, the largest of its kind 
in the world. 

Let's be honest here, however: 
as innovative as the squad-based 
gameplay was, could the series 
ride out the suppress-and-flank 
tactic for a third sequel? We 
think not – and Randy Pitchford, 
President of developer Gearbox 
Studios, agrees. "Brothers in Arms 
has successfully taught the true 


meaning of the word 'tactics' as a 
military concept," says Pitchford. 
"So, we're freer now to not have 
the rules enforce flanking as the 
only winning strategy. There are 
lots of creative tactical solutions 
to any combat problem and our 
goal with Hell's Highway is to 
really amplify the variety of the 
experience. The gameplay in Hell's 
Highway presents a lot of new 


It's unclear how 
much you can № TEAM 
interact with your PLAY 


team, but saving The enemies 
them seems logical. work together 
іп the game, so 

watch out. 


options that create new tactical 
solutions." 

The key to this new diversity in 
combat is what Gearbox refers 
to as the Combined Arms Combat 
system. Rather than just having 
two fairly similar gun teams, you 
now have access to a bazooka 
team, machine gun crews, and a 
mortar team. This, combined with 
destructible cover and a variety of 


The realistic graphics in Hell's Highway are a far cry from Gears 
of Wars super-stylized aliens and gothic aesthetic, but you'd be 
surprised to know that both games use the same Unreal graphics 
>> engine. Notes Pitchford on the contrast in style: "We use a lot 
of complex and super sophisticated software and technology 


indoor and outdoor environments, 
should make for drastically. 
different, and more accurate 
battles and encounters. 

Before development began on 
the first game, the most challenging 
group of people to convince were, 
ironically, the heroes themselves: 
the veterans. "Initially, our 
challenge with veterans was that 
the other [WWIII] games in many 


with the next generation rendering features the engine and our 
additions to it offer, but we tend to involve alot more human 
decision making in how materials are generated than what you 


see from most of the other ‘next-gen’ games out there." 


я STORIES 
The series 
has always 
had the best 
storytelling in a 
WWII shooter. 


ways embarrass them, or take so 
many liberties and do so much to 
water down and sugar coat the 
reality of their experience that 
many of them didn't want to trust 
or communicate with a videogame 
maker involved in the subject," 
explains Pitchford. 

Obviously, the accolade 
and endorsements prove 
that Gearbox's approach and 
execution were worthy of the said 
recognition. With Hell's Highways; 
Pitchford and his team are only 
aiming higher in every regards, 
particularly with the narrative, 
which Pitchford says includes "the: 
biggest investment to storytelling: 
we've ever made." 

A game may be fun, but it's easy 
to be desensitized to its historical 


content and relevance when you're | 


too busy picking up health packs 
and being an absurdly powerful 
one-man army. Hell's Highway, 
like the previous Brothers in Arms 
games, hopes to provide the | 
same type of adrenaline rush апа 
tactical combat, but also reach 
for something higher, something 
more meaningful. Says Pitchfi 


“ 
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begs to differ. 


Creative Director Thomas 
Coles makes no effort to hide his 
love for the kings of the genre 


a 
AVAILABLE 


To Be Announced 


TYPE 


Action-Stealth 


MULTIPLAYER 


ONLINE 


To Be Announced 


ESRB RATING 


PUBLISHER 


To Be Announced 


MADE BY # JAZZ HANDS Much of the combat is close and personal, though you do have 


There's a funny thing about 
- stealth games: you spend 
lot of time hiding. This may 
свет fairly obvious and perhaps 
even logical, but the question this 
begs is, does it have to be this 
way? Developer Edge of Reality 
has a game up and running that 


= but is just as frank with his 
peeves about the games. “We 
love the idea of Metal Gear and 
Splinter Cell,” he says. “Тһе 
subject matter is very cool [ 
think we can all agree on that. 
The story, the relevance, the 
meaningfulness, and a lot &f 
the stuff from the Tom Claney 
stories are all very cool, but the 
gameplay itself frustrates US: 
You spend a lot of time hiding, a 
lot of time wáiting, or'alot of time 
playing against the тар.” 

The idea Of a stealth game 
that doesn’t play this way works 
against the grain of thought - so 
much that we question whether 
we'd even call it a stealth game. 
Coles agrees: "We've actually 
coined this as a subgenre for 
ourselves. We're calling this 
'aggressive infiltration, because 
the idea is you're moving forward, 
not stopping. The [question] 
is, how do | get close?" From 
that question comes the core 
gameplay mechanics, which 


Edge of Reality the option to use ranged weapons - it just makes the game a lot harder. 


mostly revolve around a thin, 
constantly fluctuating meter at 
the bottom of the screen. 

"Basically, rather than taking 
the approach of ‘am | hidden or 
am | not,’ or watching a map, 
you have this constant feedback 
that tells you how close you 
are to being spotted,” explains 
Coles. “And how fast you move 
and whether you're in light or 
dark - it's all relevant and it's all 
computed [as opposed to games 
like] Splinter Cell, where you 
might be standing in a shadow, 
and a guy walks right beside you 
and you're like, "Why can't he see 
me?' This is telling you exactly 
when he'll see you." 

The other half of the system 
is a contextual dash that shows i 
you in advance what Stare 
action your character will take 
upon completion. The idea is that 
you can get close to enemies 
and then use the dash to zip 
around unseen, taking out each 
enemy with a stylized stealth kill 
or using hand-to-hand combat. 
The pacing is quick, not only 
because it's fun, but almost out of 
necessity: one or two gunshots 
will retire your character. 

Cipher Complexis an intriguing 
concept and from what we've 
seen, it has the potential to 
capture the hearts of those 
frustrated, tired, or simply 
oblivious to the stealth genre. 


Я CANNED Stealth kills will ignite 
one of a number of stylish animations. 


THE ENGINE 


The graphics 

engine used 

inthe game 

has also been 

used to ship 12 

games over 28 

SKUs on five 

, platforms in 

its nine-year D $ 
existence, It's 
beenupdated ' 

and improved 
overtime,of — 
Z course. Just z 
check these 

^ greatin-game 
screenshots. 


MEEA eee = — = x 
я FUZZY LOGIC Motion blur # PROJECTION You can't see it here, but an outl ine of your character can be projected anywhere 
techniques are used to great effect. within your range, showing you what types of killing or stealth moves you can perform in advance. 
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AN INSI : 
LOOK AT THE 
FUTURE OF 
PLAYSTATION 


The PS3 launch was fine and dandy, but 2007 is 
officially the year PlayStation blows up 


X When a new console is set to launch, the feeling is almost bittersweet. On one hand, 
new hardware means new games, better graphics, and simply the beginning of a 
new generation of gaming. On the other hand, it's almost always the case that the launch 
games feel rushed, are often ports, and simply do nothing to press the new hardware. But 
when the second wave of games comes in, that's when things get interesting. Here's a list 
of the biggest releases for the year, spanning across the behemoth PS3, the oldie-but- 
goodie PS2, and their younger sibling, the PSP. KAISER HWANG 


| ASSASSIN'S 
CREED 


| PREMISE: You're an assassin, but 
you're also a monk. You kill "evil" people. 
Everything is based on actual history, 

| around the time of 

1 the Crusades. Sounds 
weird, but it's true. 


THE PEDIGREE: 
The team who made the 
original Prince of Persia is 
making this game, and the 
roots certainly show. From 
E $ the awesome animations to 
€ 2 x 7-9 the high-flying acrobatics, ы ( 
SIZE MATTERS > 2 p 3 = JÎ it feels like a spiritual = \ 
You can grab onto Á B 5 successor to PoP. ( 
any ledge in the 
game that sticks out 
atleast two inches. 


RELEASE DATE: April 


034 psm 


BURNOUT 


PREMISE: How's this for an idea: a racing 
game where you never leave the road. Not 
having to mess about in menu screens 

is part of the Criterion's plan to create a 
seamless driving experience, set in a little 
place they like to call Paradise City. The 
developer has also completely rewritten the 
handling of the cars; apparently, the game 
uses absolutely no old code. 


CRASH AND BURN: The PS2 gurus take 
on the PS3 hardware, and the results are 
already stunning. 


RELEASE DATE: March 


THE DARKNESS 


PREMISE: Based on the popular comic 
book of the same name, this first-person 
game has you as the wielder of the powerful 
force known as, uh, the Darkness. 


TELL ME MORE, PLEASE: Made by the 
folks behind the stellar Xbox title Chronicles 
of Riddick, The Darkness feels fresh not 
only because of its contemporary and 
moody setting, but also because of the 
awesome powers the Darkness gives you. 
Oh, and the graphics are insanely sick. 


RELEASE DATE: April 


PLAYSTATION 3 GAMES < 


PREMISE: Dante's 
taking a back seat to a 
new pretty boy, Nero. 
And Nero wants Dante 
dead. Good times are 
had by all. 


WHAT'S NEW? Nero 
has a new Devil move 
that allows him to pull 
enemies closer or push 
them away, which 
means he can do even 
| crazier combos than 

were possible before. 


RELEASE DATE: 
To be announced 


a 


DEF JAM ICON 


PREMISE: A reinvention of the solid-if- 
awkward hip-hop wrestling series — only 
now it's a real fighting game, and infuses the 
hip-hop lifestyle in real, relevant ways. 


WHY YOU CARE: Besides looking 

unbelievable, the new timing-based 

fighting mechanics are simply brilliant. 

Now, the music is аз 

integral as your skills are 

— just the way it should be. MYTUNES 
EA Chicago hopes to 

RELEASE DATE: March BEVITTTUGEDETITS 
own songs to listen 
toin the game. 
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PREVIEW 3 The Big Games of 2007 


> PLAYSTATION 3 GAMES 


THE ELDER SCROLLS IV: 


OBLIVIO 


PREMISE: A king is murdered, evil takes 
over, and it's up to you to stop it. 


WHAT ELSE? Well, that's the basic 
premise, but that's not really all that 
important. See, the game is all about 


freedom - the freedom to customize your 
character and your experience as you see 
fit. It's a role-playing game in the truest 
sense, and there's no doubt it will deliver. 


RELEASE DATE: April 


GRAND THEFT AUTO IV 


PREMISE: You're... someone (most likely 
a criminal of some sort) who's going to do 
various criminal things in an open world. 


WHY YOU WANT IT: It's a next-gen GTA! 
It's going to use the Table Tennis (only on 
Xbox 360) engine, so you can check that 
game out to see approximately what 

GTA will look like. 
Oh, and we hear it'll 
have PS3-exclusive THE MYSTERY 
downloadable content. ТОША ШІСІ) 
know: what city (or 
RELEASE Dı 
October place in, and in what 
time period? 


state) will the game take 


HALF-LIFE 2 

PREMISE: Gordon Freeman, hero of the 
first game, has returned to a dystopian 
Earth ruled by alien invaders. Lots of 
Shooting ensues. 


WHAT ELSE DO YOU WANT?: It's all 
the amazing Half-Life action you could 
want, in one convenient package. The PS3 
version doesn't just include Half-Life 2; it 
has Episode One, Episode Two, Portal, and 
Team Fortress 2. Now that's what we call a 
frakkin' good deal. 


RELEASE DATE: February 


ITCAN'T BETRUE 


Developer Ninja 
Theory previously 
made the Xbox dud, 
Kung Fu Chaos. Nuts! 


HEAVEN 
SWORD 


PREMISE: One woman goes on a 
quest to topple an empire. 


WHAT'S COOL? Okay, so the 
premise doesn't sound all that 
interesting, but the action is fantastic. 
It's best described as "kind of like God 
of War," which is a huge compliment. 


RELEASE DATE: March 


006. — 


Become the Hidden Leaf Village's most notorious ninja 


i student and work together with your team — Sasuke, 


Shikamaru, Мей and Choji - using their unique skills to 
defeat cunning and deadly enemies. 


- D 2 E 


kt Crow 


Unleash the power of the Nine-Tailed Fox Spirit, 
combine attacks to create new combos and 
perfect your skills while you strive to uncover the 

many secrets of the Uzumaki Chronicles! 


= 
> 13.0. / 320 


Aninja must Бе cunning as well as fast and 
powerful. Customize Naruto's strength, stamina, 
special attacks and more to create new abilities 
that will give you the edge in battle. 


a 


| 4 г THERE COMES A TIME WHEN EVERY 
| E. "4 a ^ STUDENT HAS TO FACE ИТ TRUE 
pe 2 


DESTINY... AND ONE NINTJA’S DESTINY 
|, 
} (CEU 


МАУ BE THE VILLAGE'$ ONLY HOPE. 


«enc? 


COMING $00N! 


http://Uzumaki.namcobandaigames.com 
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KILLZONE 2 


PREMISE: The interstellar war between 
the ISA and the Helghast continues into the 
next generation of first-person shooters. 


WHAT TO EXPECT: We were blown away 
by the E3 2005 trailer, but then doubt and 
disbelief set in. There's no way the final 
game could look that good... right? But 
we've heard that it’s shaping up to really 
surprise everyone. Only time will tell if it 
lives up to the super-mega-hype. 


L.A. NOIRE 


PREMISE: The whole game feels like an old 
black-and-white, '20s crime noir film (even 
though it's in color). Surprising, eh? 


WHAT'S THE BIG DEAL? It's being made 
by members of the original Getaway 
team... and Rockstar. And we all know 
how good Rockstar 

is when it comes to 


games about crime. We МАШИНЫ 


are officially excited. It's not often that 
Rockstar puts out a 
RELEASE DATE: game they didn't make 


themselves, so this must 
be something special. 


To be announced 


MERCENARIES 2 


PREMISE: Pandemic's sequel to its 
surprise GTA-meets-war game has jumped 
straight to the PS3, and now has new 
moves, graphics, and even co-op. 


IS IT ANY GOOD? We got to play the 
game at the last ЕЗ expo, and the open- 
world nature of the game, along with the 
PS3's muscle behind it, made for quite an 
exciting demo. We'd put our money on it. 


RELEASE DATE: March 


METAL 
GEAR 
SOLID 4 


PREMISE: It's Solid Snake's 
final(?) mission. Metal 

Gears are all over the place 
thanks to Liquid Ocelot. Old 
characters return. There's 
nowhere to hide. 


WHY YOU'LL PLAY IT: 
One of the best series around 
is supposedly coming to a 
close. Don't you want to see 
how it all ends? 


RELEASE DATE: 


Fall or Winter 


038... com 
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FAMILY TREE 


Sister company of 
developer Evolution is 
Bighig Studios, the lads 
who made the excellent 


MOTOR- 
STORM 


PREMISE: A super arcade- 
y off-road racer. Shown 
originally in a pre-rendered 
movie that blew us away, 
the actual game looks 
surprisingly close. 


BUT IS IT FUN? We've 
been playing the crap out 
of this game. The physics, 
sense of speed, and 
destruction of vehicles are 
simply too fun to put down. 


RELEASE DATE: March 
umi cou 
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Pursuit Force game. 


NINJA GAIDEN SIGMA 
PREMISE: Ninjas, demons, swords, and 


magic. And kicking ass. 'Nuff said. 


ISN'T THIS XBOX-ONLY? Not anymore. 
Team Ninja is touting this as the ultimate 
version of its premier action game, and have 
completely retooled everything from the 
gameplay to the graphics. 


RELEASE DATE: To be announced 
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SKATE 


PREMISE: Finally, а new take on 
skateboarding. The key difference between 
Skate and that other skateboarding series is 
that all of the controls are put on the analog 
Stick. It actually works pretty well. 


REALISTIC OR ZANY? While it's no 
means a full simulation of skateboarding, it's 
way more realistic than Tony Hawk. The idea 
is to put a lot of emphasis on big tricks and 
smaller combos that are more gratifying. 


RELEASE DATE: To be announced 


STAR WARS NEXT-GEN 


PREMISE: We don't know much besides 
the fact that it's a Star Wars game and that 
it's an action title. 


YOU MUST KNOW MORE! Okay, we do. 
We actually saw a demo of the engine used 
for the game, and how it makes every object 
and surface in the levels react realistically 
to interaction. Wood, metal, jelly — it all 

feels unique. Now imagine this technology 
(officially called Digital Molecular Matter) 
when combined with Force powers... 


RELEASE DATE: To be announced 


А TALE OF HONOR AND SACRIFICE, DUTY AND CHOICE, 
WHAT IS WRITTEN AND WHAT WILL BE. 


Luke fon Fabre, sole heir to a family of aristocrats was kidnapped seven years ago, and the 
shock left him with no memories of his life before. He has since led a quiet, boring life within ^ 
the family's residence, learning little of the world beyond the palace walls. Suddenly thrust into ip 
the outside world, Luke is caught in the workings of the Order of Lorelei, keepers of the prophecy 
known as the Score. No longer sheltered by the palace, Luke must get along in the confusing 
End offen hostileworid Helnows nothing aboutthosewhomuiphtbe his Tienda ООО? 


already are his enemies. He has not yet noticed the evil that is drawing close to him, 
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UNREAL TOURNAMENT 
2007 


PREMISE: Um, shoot everything and 
everyone in sight. Repeat. 


| STRANGLEHOLD ; Î THERE'S MORE, ACTUALLY: 


3 Considering that the people behind Gears 
PREMISE: It's a full-on sequel to John Woo's classic film Hard Boiled. \ Wi of War are making this game, and the fact 
And yes, Woo is directing and writing the story and cutscenes. - that this series has never 


> let anyone down, we 
ANOTHER REASON YOU CARE: You can shoot and destroy " р suspect this will be a hot BYOMAKB 
everythingin this game. Remember EA's Black? Compared to 4 > ЖИ title for the PS3. We heard the game 
this game, Blackis like a high-school programming project on Я TC will support mouse 
destructibility. Simply put, it's insane. ; Ё ТОУ RELEASE DATE: June and keboard play, but 
А ) it's not confirmed. 
RELEASE DATE: May 


WAR- 
HAWK 


PREMISE: It's the 
original PS one game 
reimagined: an open, 
war-torn sci-fi world, 
where you play an 
integral part in fighting 
the good fight. You 
can walk around, drive 
vehicles, and, you 
know, fly some sort of 
jet or something. 


WHY IT’S 
IMPORTANT: It's the 
poster-child for Sixaxis 
tilt control, and it uses 


WHAT'S OLD IS NEW 2, $e “Хау E 
Check outa video of о f i RELEASE DATE: 
us playing the original iN aur June 

WarHawkwith a motion- : ; i 

sensing controller at 

www.psmpodcast.com. 
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“...бипреу is а 
blast to play..." 


GameSpot 


“both games are unique іп 
style and play, you might 
even want to pick both up." 


Gaming legend Gunpei Yokoi's addictive puzzle masterpiece is 


Connect lines of various shapes in brought to life by the creative minds of Q Entertainment. - 


never ending combinations! : GUNPEY™ is re-imagined as two unique interpretations of Я 
Unlock 40 vibrant skins and pulsating : dazzling music, color and frenetic action - each custom tailored oe 
music tracks! aa for the PSP® (PlayStation®Portable) system and Nintendo DS" 


Six modes which include Challenge, 


Pick up this modern classic just in time for the holidays! 
10x10, Time Attack and Wireless VS. А 


| PRODUCTS RANGE FROM 
| EVERYONE ro EVERYONE 10+ 
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DAWN OF MANA 


PREMISE: RPG junkies will tell you that 
Secret of Mana was one of the best games 
ever, then launch into a tirade about how 
there was never a true follow-up. Dawn of 
Mana fixes that, and features a very action- 
oriented take on the genre. While the lack 
of co-op multiplayer makes us want to use 
lots of sad-face emoticons, it's time to stop 
complaining and start awaiting. 


KILLER FEATURE: Um, it's Mana, dude. 


RELEASE DATE: March 


| Ee DES к 
> ч ғ 
EYE-POPPING 
February's blood- J 
soaked sequel is the : 
year's best reason to 
play aPS2. 
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THE ELDER SCROLLS 


BACKGROUND: How do you take one of 
the biggest games ever made and squeeze 
it onto а UMD? We have no idea, but we 

do know this: the game has an all-new 
setting, story, and levels. It's focused more 
on dungeon exploration than lollygagging 
around town, but you'll still be able to create 
your own character with 18 of the 21 original 
skills from the console versions. 


A MOMENT OF ZEN: There will be 
something very postmodern about playing 
this game while climbing a mountain. 


RELEASE DATE: February 


PRINCE OF PERSIA: 
RIVAL SWORDS 


PREMISE: In addition to continuing the 
single-player storyline (this time in Babylon), 
Rival Swords offers new multiplayer modes 
that put you in timed races as either the 
Prince or the Dark Prince, whereby you 
must impede your opponent's progress by 
activating switches in your own level that 
will trigger traps and obstacles in their level. 
Sounds confusing, but you get the idea. 


RIDE THE DEVIL: Chariot levels! 
Everyone loves freaking chariot levels. 
Right? Anyone? ...Bueller? 


RELEASE DATE: To be announced 
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GOD OF 
WAR Il 


E PREMISE: As you cross 
out the days on your 
Kratos swimsuit calendar, 
know this: while God of 
War Il is obviously one 
of the best-looking PS2 
games, the devil is in the 
details. While grappling, 
for example, Kratos 
can now swing in any 
direction; he can lock onto 
enemies and continue to 
attack them while on the 
move. And best of all, he 

` can now use Icarus wings. 


NEVER FORGET: An 
airborne Kratos ripping 
heads off a three-headed 
monster... one at a time. 


| RELEASE DATE: March 


ВАТСНЕТ AND CLANK: 
SIZE MATTERS 


PREMISE: Great animation is the first thing 
that jumps out at you here, and it appears 
that the first project for new developer 

High Impact Games is in safe hands (despite 
the fact that the game is nowhere near 
finished). Multiple vehicle types and both 
new and returning weapons are included: 
Gravity Boots, Grenades, the Scorcher, and 
a Flamethrower are already up and running. 


POWER IN NUMBERS: The promised 
four-player ad hoc mode has our interest 
ratcheted up. 


RELEASE DATE: February 


TOMB RAIDER: 
ANNIVERSARY EDITION 


PREMISE: Eidos has an all-new adventure 
to celebrate Ms. Croft's 10th anniversary 
(and her first good game in as many years). 
Using the same tech that powered Tomb 
Raider: Legend, the game centers on Lara's 
pursuit of the Scion, and features deeper 
puzzles that focus on environmental 
interaction and physics, with level design 
inspired by the original Tomb Raider. 


BUILD IT AND THEY WILL... Come for 
the nostalgia, stay for the boobies. 


RELEASE DATE: Spring 


- ROGUE 
к’ GALAXY 


# PREMISE: Time for import 


gamers to take a break on the 
Japanese lessons: Level 5's 
popular RPG is finally coming 
stateside. The story centers on 
a young man who daydreams 
about traveling through space... 
and as you can imagine, he gets 
his chance. With some of the 
prettiest graphics ever seen on 
PS2, this may be the console's 
best RPG in a long, long time. 


EXPERIENCE POINTS: 
Theseare the guys behind 
Dragon Quest VIII, so they know 
athing or two about RPGs. 


RELEASE DATE: January 
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2007 
STATION 
BEAN * Sleeper Hits 


7 GAMES WE HOPE DONT GO UNDER YOUR RADAR 


AVOIDING 
THE HYPE 


DELIVERING 


THE GOODS 


A sneak peek at what could be 


next year's diamonds in the rough 


& Not every game gets the type of exposure that a title like 
Grand Theft Auto or Final Fantasy gets — but that doesn’t mean 
they're not worth playing. Here's a list of ten games that are hovering 
just below the radar, but have the potential to be a member of the 
inevitable new breed of household names. EVAN SHAMOON 


BLACKSITE: AREA 51 


THE HOOK: BlackSite looks to rebuild 
the Area 51 series in just about every 
way. There are still aliens in the game, 
but that's about all that this title shares 
with previous iterations. Harvey Smith, a 
design guru who's worked on such titles 
as Deus Ex and Thief, is heading up the 
project, and his experience with first- 
person games can only help BlackSite be 
that much better. 


THE CATCH: Area 51 was originally a 
light gun game, then a hokey shooter, and 
now a serious shooter. Lots of changes 
scare us. 


RELEASE DATE: Summer 
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CLIVE BARKER'S 
JERICHO 

THE HOOK: The flood of film directors 
hoping to make their mark in videogames 
continues with a supernatural horror/ 
action title plotted by Clive Barker. 
Jericho deals with the mysterious 
reappearance of a lost city in a remote 
desert, and you're sent in to destroy the 
evil that lives there. Years ago Barker 
worked on Undying, a PC game so good 
that its lack of commercial success really 
chaps our hide. 


THE CATCH: Attaching a big name 
doesn't guarantee the game will be good 


RELEASE DATE: Fall or Winter 


ALONE IN THE DARK 


THE HOOK: Alone in the Dark puts 

its own twist on the emerging trend of 
episodic content: to include all of its 
"season one" episodes (think levels) on 
the disc, using television's proven method 
to chop up its 20+ hour story. Plus, the 
developers have recreated four square 
kilometers of Central Park for the game, 
which looks to be the scariest thing out 
of France since escargot. 


THE CATCH: The last few games in the 
series were more or less forgettable. 
Don't even mention the movie. 


RELEASE DATE: July 


THE HOOK: This third-person shooter 
is based in a near-future Soviet-bloc 
country. As Hayden Tenno, gamers 

will be able to “morph into dramatically 
different combat forms" think chunky 
space suits, super-sized guns, and 
biological weapons threatening the very 
future of humanity. We've seen this game 
running, and the graphics — which run on 
the Unreal Engine - are simply to die for. 


THE CATCH: The last game from the 
guys and gals at Digital Extremes was 
the painfully mediocre Pariah. Let's hope 
they can shake off the funk. 


RELEASE DATE: September 


DIRTY HARRY 


When Clint Eastwood stars 
in a videogame, you know the publisher 
is reaching deep into the licensing 
| cookie jar. Here's what we know so far: 
the game is set in foggy San Francisco; 
| itincludes both the visual likeness 
and voice acting from Mr. Eastwood 
himself; and it's being developed by The 
Collective, an always solid developer of 
licensed titles. 


As reliable as they are, 


The Collective have yet to make the game | 


that they will be remembered for. 


To be announced 


n р <, 


=й 


| PROJECT OFFSET 


Arguably the most 
| impressive-looking game still without a 
publisher, Project Offset (working title) 
is the hard work of three(!) enterprising 
young dudes working out of their 
apartment. The subject matter is pretty 
standard Tolkien fare, but the engine is 
capable of producing some breathtaking 
characters and environments. Mass- 
scale fantasy warfare with a first-person 
twist? We're soon it. 


n 


Does the team have what 
it takes to make a triple-A game? 


June 


Behold what is clearly the 
most technically advanced card-battle 
game ever devised. By placing a card on 
a small sensor-enabled mat in front of a 


next-gen EyeToy, а 3D image of a monster Ё 
BE or item appears onscreen. If a player 


then moves a card, the image moves 
with it, with the monsters responding in 
real time to player actions, depending on 
where cards are placed. You just have to 
see it to believe it. 


Will the game rely too 


much on what can be seen as a gimmick? 


February 


Originally developed by 
Reflections Interactive, 2002's Stuntman 
put players in the role of a movie- 
industry stunt driver. The sequel allows 


| players to live the life (and presumably 


the death) of a Hollywood stuntman, 
building their career from the ground 

up. With a proven developer behind the 
wheel and the excellent premise, we feel 
extremely hopeful for this one. 


Will anyone remember to 
fix all of the annoying problems from the 
first game? Let's hope so. 


June 


HEAVY RAIN 
From the team that 
brought you the interactive drama Indigo 
Prophecy, Heavy Rain looks to break well 
out of the mold once again. All that's been 
Shown thus far is a "virtual actor" casting 
session, in which a strikingly realistic, 
expressive woman auditions for her role 
in the game. It was barely interactive (you 
could apply different graphic effects), but 
we can't get it out of our minds. 


It'S not at all easy making 
agame that's equally as interactive as it 
is cinematic. 


June 


This new Turok is being 
developed by rookie outfit Propaganda 
Games, and they seem intent on taking 
the series in a new direction. The player 
gets to decide how to approach combat, 
with knife and bow attacks for the quiet 


types, and big guns for the Rambo 


wannabes. Plus, the game has some of 


the best facial animation we've seen in a 


game, as well as towering dinosaurs. 


The Turok series isn't 
remembered too fondly, and neither is 
most developers' first games. 


April 


Play the first 
systems. Master one-of-a 
Ryloth, and the Winds of M 
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Pick Your We Send Them Enjoy Games as | | Return a Game 
Games Straight to You | | Long as You Want | and Get Another 
From Your List 
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4,000 Free Shipping 
Titles “““% 
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PlayStation. 


Start for only 


$995 
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© 2006 Ubisoft Entertainment. All Rights Reserved. Persistent Elite Creation, Ubisoft, the Ubisoft logo, Ubi.com and the Soldier Icon are trademarks of Ubisoft Entertainment in the U.S. and/or other countries. Rainbow Six, Red 
Storm and Red Storm logo are trademarks of Red Storm Entertainment in the U.S. and/or other countries. Red Storm Entertainment, Inc. is a Ubisoft Entertainment company. 


“GameStop EB Games presents Tom Clancy's Rainbow Six Vegas Challenge" Game of Skill 


Team (consisting of 4 people) registration accepted at www.gamestop.com/rainbowsixtournament between 12:01 a.m. EST on 11/6/06 and 8:00 p.m. EST on 12/22/06. Open to legal residents of the U.S./D.C., who are 18 years of 
age or older, EXCLUDING RESIDENTS OF THE STATES OF ARIZONA, FLORIDA, IOWA, LOUISIANA, MARYLAND, NEW JERSEY, VERMONT, AND PUERTO RICO, GUAM AND THE U.S. VIRGIN ISLANDS. THERE IS NO ENTRY FEE TO PARTICIPATE 
OR WIN THIS CONTEST. Limit one registration per person. Maximum number of teams is 512. Entrants must be present and ready to compete within 5 minutes of the scheduled time. In order to compete in the Contest, participants 
must have a retail copy of Tom Clancy's Rainbow Six Vegas for the Xbox 360™ and an active XBox Live® Gold subscription. Grand Prize (1 player) 2007 Dodge Nitro automobile, ARV: $19,885; First Prize (1 player) $1,000; Second 
Prize (1 player) $500; Third Prize (1 player) $500. 


For complete details and restrictions, see full Official Rules and Regulations at www.gamestop.com/rainbowsixtournament. Void where prohibited. Contest not valid in Canada. 


Tom Clancy's 


www.rainbowsixgame.com 


Get your team and join in the action on Xbox 360" to compete online for a 
chance to win the Grand Prize of an ALL-NEW 2007 DODGE NITRO. 


FREE Tom Clancy Rainbow Six Vegas Challenge tournament guides available at your local 
GameStop EB Games stores while supplies last — presented by the ALL-NEW 2007 DODGE NITRO. 


POWERED BY: 
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Despite a slow start, 
2007 will be PS3’s year 


о, the PlayStation 3 is 

finally here - now what? 

As we head into 2007, 
there will be no time for Sony 
to catch its breath after its mad 
rush to launch that saw as many 
setbacks as successes, such as 
major game delays (Warhawk and 
MotorStorm) and a criminally low 
number of consoles to go around. 
When will everyone be able to get 
a PS3? What top games will begin 
to define Sony's new system, and 
when will we see them? We don't 
have all of the answers yet, but we 
know plenty enough to provide a 
general outline of what new PS3 
owners can expect out of 2007. As 
you'll see in our quarter-by-quarter 
guide to the new year, the system 
is going to be scorching hot, 
although it will take its sweet time 
heating up. CHRIS SLATE 


January through March will see the 
post-launch slowdown that new consoles 
typically experience. In fact, things would 
nearly grind to a halt if it weren't for Sony's 
two big racing titles, MotorStorm and 
Gran Turismo HD (both likely to release in 
March). Those won't be the only games, of 
course, and we'll get a few good titles that 
couldn't get done in time for the Holiday 
rush, but let's not kid ourselves - those 
launch titles are going to have to last us a 
while. Arguably the biggest game during 
this time will actually he a PS2 title, God 
of War 2. Despite its last-generation 
graphics, this epic will give PS3 owners 
agreat chance to test their systems" 
backwards compatibility. 

PS3s should still be very tough to 
come Бу, especially early on. If the Xbox 
360 launch shortages are any indication, 
we could start to see Sony keep up with 
demand by the end of March. Also, expect 
Sony to further fine-tune its new system 
through further firmware upgrades, in 
addition to likely tweaks to the PlayStation 
Store, as Sony irons out any launch kinks. 


g $1 056 PlayStation network 


c 062 Square Enix Circle 


Unfortunately, we'll probably see things slow 
down big time as we move into Spring and 
Summer. This is always a slow period for new. 
game releases — especially big titles - and 
this problem will be compounded by the fact 
that the PS3 is a new system still building 
momentum. Developers will have exhausted 
every resource to complete whatever games 
they could to release during the console’s 
launch or shortly thereafter, so the slow 
build to gaming’s next busy Holiday shopping 
season will begin in earnest. 

Expect the PlayStation Store to step 
tothe forefront during this time, giving 
gamers something to do while waiting for 


WILL PRICE BE A PROBLEM? 


There were atleast 400,000 hardcore 
gamers who had - and were willing to drop 
-5500-5600 at launch, but as we move 
further into 2007, will PS3's high price hold 
it back? If mainstream players hold off for a 
price cut, will one come hefore year's end? 


WHEN CAN EVERYONE GET A PS3? 


Sony seems sure that it can overcome its 
hardware shortages sooner rather than 
later - butthey were also.once sure that 
Р53 would launch last Spring. PS3 could 
fall further behind the competition if its 
manufacturing problems persist into the 
second or third quarter. 


Е 058 PSP Evolves 


4 064 Metal Gear Section 


the big games. Game demos and ongoing 
new content for big titles like Resistance and 
MotorStorm will keep people in touch with 
their PS3 during the summer drag. 

There will be a few big games sprinkled 
about Summer though, such as Warhawk. 
Sony's multiplayer-heavy flight/action game 
is a potential system-seller, and the first true 
test of the Sixaxis’ motion-sensing features. 
Unlike the launch games, which were far along 
before Sony unveiled the controller, Warhawk 
will put the pad to full use and give us our first 
Indication of whether the controller can offer 
more than the occasional gimmick maneuver 
(we're betting it will). 


WILL SONY LOSE MORE EXCLU- 
SIVES? 


For the first time ever, an Xbox console will 
get the next Grand Theft Auto on the same 
day as a PlayStation - could this be a sign of 
things to come? Most developers will make 
their games for both systems anyway, so the 
battle of the next-gen consoles could rest on 
afew key exclusives. 


THE SIXAXIS? 


So far, Sony's version of atilt-sensing 
controller has done very little to keep us 
from missing the rumble. It's a good bet 

that Warhawk will have us singing the pad's 
praises, but when will other games catch on? 


e 
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Finally, the PS3 will kick into high gear! 
During the last months of 2007, Sony will 
Call on the same big three series that jump- 
started the PS2 during the same period in 
its first full year: Grand Theft Auto, Metal 
Gear Solid, and Devil May Cry. During this 
time we're also likely to see Naughty Dog's 
new, as-yet-untitled adventure epic, the 
next Ratchet & Clank, and who-knows- 
what-else that has yet to be revealed. 

Still, despite an expected onslaught 
of games, Xbox 360 will almost surely 
have the biggest holiday-season title - in 
terms of both sales and hype - with Halo 
3. The folks at Sony will have had well 
over a year to prepare a plan to rain on 
Microsoft's parade, however, so it will be 
very interesting to see what surprises they 
may have in store. 

One thing is for sure: by the end of 
2007, PS3 will have long since leftits 
manufacturing problems behind, will have 
astrong library including console-defining 
games, and will have sold enough units 
to gain ground оп 360's year head-start. 
While things may seem uncertain as we 
start the year, It's a safe bet that Sony will 
have put any potential worries to rest by 
the time we're counting down to 2008. 


PLAYSTATION NETWORK: 


1”  PONSTATION- О 
Store 


WELCOME TO THE 


PLAYSTATION. Sore 


Sony takes gaming 
online - and us with 
it - in 2007 


ore than the PS3's super-duper Cell chip, Blu-ray 
disc playback, web browsing, photo slideshows, 


or tilt controllers, it’s the PlayStation Network that will 
revolutionize gaming in 2007. As anyone who's spent 
time with Xbox Live will know, a robust, unified online 
experience can offer experiences that no single game 
can. While it's taken a lot longer than expected for 
Sony to bring these features to the PlayStation faithful, 
the important thing is that they've finally delivered the 
goods with PS3. Let's take a look at what the two main 
components of the PlayStation Network will offer, 


starting with... 


Instead of the trickle of online- 
compatible games we got on 
PS2, you can expect to see most 
new games include some kind 

of online component — № not full 
multiplayer, then at least leader 
boards or extra downloadable 
content. While Resistance is 
currently burning up broadband 
connections everywhere as the 
online title of choice, Warhawkis 
sure to take a run at the top spot 
in June, along with hot 2007 titles 
Unreal Tournament 2007, Army 
of Two, Metal Gear Solid 4, and 
loads more. Sony still has to sort 
out some kinks in its matchmaking 


(can every game use the same user 
profile? Will players ever be able 

to send challenges to each other 
regardless of which games they're 
playing?), but the service is off to a 
promising start. 


It can't be overstated just how 
much the PlayStation Store will 
impact PS3 gaming in the months 
and years to come. Like it or not, 
Soon most games will push you 
towards the shop to buy additional 
game content. [п an extreme case 
like Gran Turismo HD, nearly all of 
its cars will need to be purchased 
individually through the store. In a 
more normal, less-scary scenario, 
expansion packs for big titles like 
Warhawk will help great games 
stay fun for even longer. 

Another major feature of the 
store is its original download- 
only titles, which are smaller in 
scope and price. David Jaffe, the 
guy behind God of War and PS3's 
upcoming downloadable title 
Calling All Cars, compares these 
smaller games to "HBO Originals" 
versus the big-budget theatrical 
flicks. So, don't make the mistake of 
writing these titles off — bigger isn't 
always better. 

The PlayStation Store will carry 
game-starved PS3 owners through 
the expected Summer slump with 


free downloadable demos, and 
additional content for big titles like 
Resistance and MotorStorm. This 
will help make the long stretches 
between big game releases 

more bearable, meaning that the 
PlayStation Store will be a PS3 
owner's new best friend in 2007. 
CHRIS SLATE 


WILL THE STORE BE USED 
FOR GOOD OR EVIL? 


As Xbox 360 gamers have seen on Live, 
some publishers are determined to 
monetize every bit of content in their 
games, charging for cheat codes and 

— in some cases ~ to unlock features 
that actually come on the game disc. 

If downloadable content is going to 
work, excessive greed has to Бе kept 
incheck. 


WHAT'S THE KILLER-APP 
ONLINE GAME? 


Maybe Resistance’s online multiplayer 
will have the popularity and longevity 
to become the Network's Halo 2- the 
game that defines the service and 
drives people to sign up. If not, then 
which game will step up? PS3 online 
gaming needs a killer-app. 
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Three fixes Sony needs to 


make now 


nthe rare occasion that | pick 

up my PSP to play a game, | 
find that | always have to re-input 
the date and time because I've 
et the charge die out. Not from 
thumb-blistering play sessions, 
but from weeks of it sitting lifeless 
in my closet. It's funny how re- 
connecting with the device always 
strikes me in the same way: at 
first l'm reminded of how damn 
sexy/cool the thing is, and then | 
look through the growing stack of 
PSP games that get sent to me, and 
end up putting it away again in a 
matter of minutes. | really do want 
to love this thing, it just won't give 
те а reason. 

That's not to say that the system 
is completely without value, or 
that others aren't getting good 
use out of it, but | don't think my 
situation is unique. Clearly it isn't, 
judging by the incredibly sluggish 
sales of PSP games. Despite a 


1 UN 


couple of faint signs of life last 
year, when (gasp!) more than one 
cool game came out around the 
same time, Sony's handheld simply 
isn't getting it done. It's clear that 
Sony has now put its full focus 

on Р53; just go online and take а 
look at the upcoming PSP lineup 
on sites like ebgames.com. While 
dozens of big PS3 games have 
already been announced for the 
year, nothing noteworthy is known 
for PSP. There may be some hope, 
however, as Sony will soon begin 
to reposition its handheld as an 
essential PS3 accessory. Can this 
strategy overcome a severe lack of 
buzz-worthy games? 

Sony has at least sold a healthy 
number of PSPs, even if they're 
mostly being used for functions 
other than gaming. There's a solid 
foundation to build on if Sony can 
just do three things (see right) in 
2007. CHRIS SLATE 


WHAT'S WORTH PLAYING IN 2007? 


Aside from a likely Grand Theft Auto: San Andreas Stories in October, 
what else is there to look forward to? Let's hope that we just haven't 
heard about the good games yet, and not that there aren't any. 


1 Duh, right? To really fix the problem, Sony has to 
understand what а “great” PSP game is. It’s not that 
the bulk of the system's library isn't good - there are plenty 
of fine, fun titles. The issue is that nearly all of them are just 
stripped-down versions of PS2 games. Can anyone really 
get excited about playing downgraded versions of PS2 titles 
like Medal of Honor, SOCOM, Tony Hawk, or Mortal Kombat? 
While the games look impressive for a handheld, why would 
you settle for less than the console versions when they're 
so close? PSP only makes sense as an out-of-the-house 
alternative, but its audience is mostly adults, who often don't 
have time for gaming sessions during work or class. PSP 
needs games that are worth playing on the couch with your 
TV turned off. 

Despite LocoRoco'S slow sales, the PSP needs more games 
like it - games that offer fresh experiences that are unique 
to the handheld. Sales of Nintendo DS games are blowing 
away PSP titles because they offer unique gameplay that you 
can't get on a console. PSP game developers need to learn 
from this. 


2 So far, Sony's sole example of how a PS3 game can 
connect with the PSP is to use it as arear-view 
mirror in its Formula One racing game - big whoop. Since it's 
looking like the handheld's future rests on its interactivity 


with the PS3, we need ideas that go beyond simple gimmicks. 
Instead of “neat!,” we need to say “wow!” 


3 We realize that this would most likely mean a totally 
new PSP redesign, which wouldn't make current 
PSP owners very happy (this one included), but let's face 
facts: this thing should have had a better storage solution 
from day one. It's the limited space afforded by Memory 
Sticks that keeps the PSP from being as good of a music and 
movie player as an iPod. Because of its limited storage, it's a 
Jack of all trades, but master of none. 


PSM'S 2007 PREDICTIONS 


Our take on what to expect in the year ahead 


> RUMBLE WILL RETURN 

We're going out on a limb with this one, 
but it wouldn't surprise us. Sony isn't 
shy about introducing a new pad after 

a console's launched, as it proved with 
the Dual Analog controller for the PS 
one. Also, Sony doesn't want to concede 
any advantage, big or small, to its 
competition, and Immersion (which owns 
the rights to the rumble technology) is 
likely to cut Sony a sweeter deal since 
it's losing a ton of money on potential 
PlayStation 3 royalties. 


> PRICE DROPS AHOY! 


PS3 is just too expensive for most 
consumers to consider, and this will 
become a bigger issue later in the year 
when Sony starts to look past the 
hardcore to more casual players. We're 
betting on a surprise Holiday season 
price cut for both the PS3 and the PSP, 
which is still too expensive for a handheld 
— especially one that isn't churning out 
great games. 


>SOME PLAYSTATION-EXCLUSIVE 
SERIES WILL DEFECT 

Due to its year head start, Xbox 360 
should still have the most users by the 
end of the year, meaning that publishers 
can't afford to ignore them (especially 
when games cost way more than ever 
to make). Just look at Grand Theft 

Auto 4 and Resident Evil 5, two former 
PlayStation-exclusive franchises that will 
now launch across both PS3 and 360. 
Expect at least a handful of other big- 
name games to spread the love, too. 


LAST YEAR'S PREDICTIONS SCORE: 


>PS3 WILL BE THE BEST PLACE FOR 
JAPANESE GAMES 

Japanese publishers are taking 360. 
seriously because of its huge presence 
inthe U.S., but back home in Japan, PS3 
should already be the next-gen market 
leader by the time this is printed. So, 
while many Japanese games will appear 
on 360, most will stick with PS3. If you're 
a big fan of old-school publishers like 
Capcom, Konami, and Square Enix, PS3 
will serve you well. 


>PS3 SHORTAGES UNTIL SPRING 


Sony probably won't be able to get a 

PS3 to every person who wanted опе 

at launch until Spring, at the earliest. 
Hopefully, the system won't have lost too. 
much momentum from its Holiday season 
spotlight by then. 


>PS3 IN THIRD AT END OF '07 

This isn't a dig at the Р53, it's just 

simple math: Sony likely won't be able 

to produce enough units to catch up to 
360's sales lead, even if they sold every 
single console they made. Since Nintendo 
has no problems pumping out millions of 
Wiis, PS3 will probably have to wait until 
2008 to try to take back its top spot. 


>| АТЕВ PS3 GAMES WILL LOOK 
TWICE AS GOOD 

As with any new console launch, PS3's 
first titles were mostly created without 
final hardware specs or development 
tools — and some were really rushed out 
the door. Late in 2007, though, we'll begin 
to see some games that really start to 
push the hardware. 


>SIXAXIS TILT CONTROL WILL, FOR 
THE MOST PART, STAY A GIMMICK 

With rare exception (see Warhawk), we 
don't see the controller's motion-sensing 
function being used in any meaningful 
way at this point. The occasional little 
twist here and there isn’t without merit, 
but we're hoping that we're wrong in 
predicting that tilt control won't really 
change PlayStation gaming in 2007. 


>EARLY PS3 GAME OF THE YEAR 
CONTENDERS 

Although it's way too early to seriously 
discuss this, just for fun we'll give the nod 
to Grand Theft Auto IV, Metal Gear Solid 
4, and God of War II (hey, you can play it 
ona Р5ЗІ). 


>PLAYSTATION STORE WILL BE HUGE 


Free PS3 game demos, cool original 
games, ongoing new content for your 
favorite titles — what's not to love? 
PlayStation Store will keep things fun 
during the slow parts of the year. 


> NO FINAL FANTASY XIII IN 2007 

As much as we'd love to play it right 
freaking now, these epics take time. 
Even if FFXIII were to release in Japan 
this year, Square Enix is notoriously slow. 
when it comes to translating its games 
into English. Keep your fingers crossed, 
but don't hold your breath. 


> SERIES SHOCKER 

A major longtime series will undergo 
massive, shocking changes. Wish we 
could say more, but watch this space 
—this could end up being one of the most 
intriguing stories of 2007! 
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"Double Agent is a 
Major leap forward 
and gets better 
and better the 
more you р1ау із! 
-IGN 


GIMME А BREAK 


Square Enix takes a slight 
breather after one of its 


biggest years 


ith 2007 coming up, and 

Final Fantasy XII behind us, 
there's a sudden, puzzling lack 
of Square Enix-related action on 
the PlayStation front. Yeah, Crisis 
Core: Final Fantasy VII will finally 
hit the PSP and give the system 
the boost it needed a year ago, 
but we can't reasonably expect 
Final Fantasy XIII (either one) to. 
hit the PS3 until 2008. 

What, then, are fans supposed 
to do? The only 2007 PS2 game 
the company has announced so 
far is Dawn of Mana. This action 
RPG may not scratch the same 


El DIMEN- itch as Final Fantasy, but it has 
SIONS Dawn its own fine qualities. For the first 
of Mana takes time, the Mana series is going 


full 3D, and the developers are 
spending plenty of time making 
sure the graphics preserve the 
lush, illustrated fantasy style it's 


the series back 
to its roots, and 
- for the first 
time - into 30. 


known for. On top of that, the 


game features physics — popular 
in shooters, but unusual in action 


RPGs - that let you interact 
with this candy-colored world 
realistically. The game is also 
the direct sequel to the old 
SNES games; forget any of the 
offshoots you've played in the 
years since (including the PS 
one's Legend of Mana). 

As much as we look forward 
to that romp, Crisis Core: Final 
Fantasy VII is more exciting. 


El LIKE ME 
Because I'm 
beautiful. 


Following in the footsteps of 
Advent Children and Dirge of 
Cerberus, it'll tell the story of 
Sephiroth's metamorphosis into 
a planet-destroying psycho. 
We're more than a little hazy on 
the gameplay — but we do know 
it's also action-based. As far as 
FFVII spin-offs go, this one has 
the most promise, as it follows 
popular characters like Zack and 
Aerith, and should fill in gaps in 
the tale we already love, rather 
than adding unnecessary and 
superfluous baggage. 

What else? We can't say. If 
we look back at the PS one, we 
can see that when new games 
started to dry up, Square Enix 
pulled some surprises out of 
its back catalog - Final Fantasy 
Anthology, Collection and Origins, 
for example. Possible Japan-only 
remakes in the offering this time 
for the U.S. include Dragon Quest 
Vand Kingdom Hearts: Re:Chain 
of Memories, a retooling of Sora's 
2004 GBA adventure. Hope hard, 
but don't expect 'em. 
CHRISTIAN NUTT 
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YEAR OF THE SNAKE 


Why MGS4 is the most closely-watched 
game on Р53 - and of 2007 


With the exception of Grand Theft Auto IV, there's not a single other 
game slated for 2007 release on Р53 as important and anticipated 
as Metal Gear Solid 4: Guns of The Patriots. lt can also be said that 
there's not another pair of games more important to the success of 
the console in its first 12 months on shelves. Here's why MGS4 has PSM - 
and the rest of the PlayStation community — glued to every development. 


It's Exclusive 
Tech specs and graphical wow- 
factor can only carry a new 
system so far in the console 
wars. The real weapons in the 
system makers' arsenals, if you 
will, are the games they can say 
are available only on their boxes. 
With GTA IV going multi- 
platform, MGS4 instantly 
became Sony's most powerful 
tool in making on-the-fence 
gamers think twice about which 
console they were going to get 
behind. It also doesn't hurt that 
the series has an immensely 
devoted fan base and a history 
of stratospheric sales numbers 
behind it. 


It's Metal Gear 

The Metal Gear Solid series is one 
of an elite handful of franchises 
that only seem to get better with 
each installment. Not only do the 
graphics make an obvious leap 

in quality, but the storytelling 
becomes richer, and creator 
Hideo Kojima always manages to 
introduce new gameplay elements 
into the series that have even 
long-time players saying “Wow!,” 
along with keeping things fresh. 
In fact, the MGS series has seen 
more gameplay innovation from 
game to game over its run than 
any other series in PlayStation 
history. 


It's Amazing 

When the first screenshots of 
MGS4 were released, the gaming 
world's collective jaw hit the 
proverbial floor. When the first 
video of the game was shown in 
real time at Tokyo Game Show 
2005, gamers started drooling 
and haven't stopped since. Simply 
put: the game is gorgeous. It's a 
showcase of everything Sony has 
promised the PS3 will be able to 
deliver; it’s basically a playable 
CG movie, but there are some 
other elements of the game's 
custom-designed engine that are 
especially impressive. 

One of these is Solid Snake's 
new Octocam suit. On PS2, Snake 
could change his camouflage in 
MGS 3 by going into a sub-menu. 
Thanks to the increased power 
of PS3, Kojima was able to create 
a suit that adapts to Snake's 
surroundings in real time. It not 
only takes on the look of the 
background around him, but the 
texture itself. 

The other mind-boggling aspect 
of MGS4's technology, as a 
showpiece for PS3 in general, is 
the sheer amount of atmosphere 
Kojima is able to generate. The 
game world is incredibly detailed 
to begin with, but then you realize 
that it's totally destructible. Then 
there are all manner of subtle 
effects, such as blowing debris, 


flowing clothing, and insanely real 
lighting that would bring past (and 
probably other current) systems 
to their knees. 


Where is it? 

Hideo Kojima has outright 
promised that MGS4 will be 
released in 2007. However, no 
specific date has been revealed. 
Kojima has historically gone down 
to the wire when finishing his 
games to ensure that they're as 
polished as possible, so it's safe 
to expect it just in time for the 
holiday shopping season - most 
likely November. 

As for when the world will first 
get to play MGS4, especially in the 
wake of the “downscaling” of the 
annual Electronic Entertainment 
Expo, PSM expects that to 
happen in the summer. ЕЗ or not, 
Kojima always gives gamers a 
playable tease of the MGS games 
before the final product hits 
shelves. The big question now is: 
will it be via download on Sony's 
new PlayStation Network? We'll 
keep you posted on that front. 
RANDY NELSON 


TWOFOR 
THREE? 


PlayStation 2 
got two Metal 
Gear Solid 
games during 
its lifespan, 
so should we 
expect the 
same for PS3? 
Kojima isn't 
committed, 
and тау 
finally hand 
off directorial 
duties on the 
series after 
MGS4, but the 
fact that this 
installment 

is coming 50 
early in PS3's 
run definitely 
makes the 
likelihood 
we'll see 
М6$5 оп PS3 
high. 
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HOW GTA IV COULD 


CHANGE GAMING 


here's nothing bigger than Grand Theft 

Auto IV this year, but all we know about 
the game is that it hits on October 16th for 
both PS3 and Xbox 360, and that Rockstar 
will sell extra downloadable missions for it. 
Oh, and we've seen the logo. Not a lot, is it? 

That's why, this month, we've decided to 

talk about the kinds of things we might see in 
the game. We're not just pulling ideas out of 
thin air; Rockstar has dropped hints. People 
there have consistently told us that when 
the first GTA console game goes online, it will 
do so in a major way with something much 
bigger than the simple multiplayer modes 
found in the series' PSP titles. Also, the very 


SUGGESTION #1: 


factthat Rockstar has numbered this GTA "IV" 
means something. Vice City and San Andreas 
were fantastic games, but they were built on 
the back of GTAIII and didn't add very much 
to the formula. For the first “numbered” GTA 
since the ground-breaking ///, we're hoping 
that it redefines the genre. (That, and we'd 
really like to jack a space shuttle.) 

So, based on Rockstar’s hints, plus 
our own feelings on what would make for 
awesome new additions to the series, we've 
come up with the following, shall we say, 
“hopeful suggestions" to the game's kick-ass 
development team at Rockstar North. Enjoy! 
CHRIS SLATE 


SUGGESTION #2: 


Inpast GTA games, cities were brought to 
life through radio stations and billboards; 
now it's time to take things а big step 
further by creating a world that will 
constantly affect the player in new ways. 
Different seasons could affect gameplay 
with changing weather (harder to drive 
over ice and snow), and add a new level 
of realism (you'd have to dress warm to 
keep the cold from affecting your abilities). 
Players would also have to deal with 
rush-hour traffic, parades, and marathons, 
giving the impression of areal city that 
goes about its own business. Also, how 
cool would it be to spot construction crews 
working on new buildings, and then return 
later to find them finished? This would be a 
fun way to add in new downloadable areas. 


GTAs design has been referred to as 
“sandbox” gameplay, meaning that the 
developers build the sandbox for gamers 10 
play in however they want. That freedom is 
at the very core of what makes the series 
special. Well, we say it's time to not only 
letus playinthe sandbox, but for us to help 
buildit, too. 

With GTA IV, it would be fantastic if 
players could whip up quick missions of 
their own to share. Designing one could 
be as simple as placing numbered “way 
point” markers over different locations on 
the world map, stocking those spots with 
obstacles such as rival gang members, 
and setting an overall goal for the mission. 
Players could even type in character 
dialogue to set up basic story scenes. 

The great thing about user-created 
content like this is that it would keep the 
game fresh and appealing long after the 
standard story missions are completed. 
Plus, it'd just be fun to see what crazy 
missions creative players could cook up. 


а 


SUGGESTION #3: 


Building on the idea of a living, evolving 
city, the game world needs a deeper level 
of interaction with its inhabitants than 
simply recruiting nameless thugs for 
drive-bys. By meeting new contacts and 
building solid relationships, players could 
add strategic new resources to help with 
future problems. 

For example, knowing a cop could get 
you out of trouble; knowing a club owner 
could get you access to restricted areas; 
anda fireman pal might loan you his truck 
for an undercover operation. By adding 
contacts, being able to say “I know а 
guy...” could get you out of jams and 
present endless opportunities for creative 
players to exploit. 

Just as cool, players could build on the 
series’ traditional cop, ambulance, and fire 
truck side missions with a full-on “job” 
system. By taking a job, the player would 
get special privileges that could come in 
handy in various situations. 

Finally, how cool would it be to have 
other player-created characters inhabiting 
your city? Yeah, we ripped this idea 
straight out of Nintendo's Animal Crossing, 
but you could conceivably have everyone in 
town be someone that somebody created, 
meaning that we wouldn't see groups of 
“cloned” people anymore. If the characters 
are simply assembled from numbered 
values assigned to different hats, shirts, 
facial features, etc., this could very well 
be possible. 
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It doesn't 
reinvent the 
shooter, but 
Resistance is 

an amazingly 
complete 
package that 
blows away 
other launch 
titles. You can 
expect cool 
weapons, 
great visuals, 
anda whole 
lotta shootin’ 
enjoyment. 
This is a great 
debut for the 
PS3. 
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з: Resistance: Fall of Man 


EASILY THE PS3’S 


FIGHT THE 
GOOD FIGHT 
The first level 
throws you right 
into the action, 


BEST LAUNCH GAME 


cd Every system needs a killer 
launch title that stands head 
and shoulders above the masses 
of hasty ports and tech demos - a 
game that says, "Hey, this is what 
your new hardware can really do!" 
Dreamcast had Soul Calibur. Xbox 
had Halo... and PlayStation 3? Р5З 
has Resistance: Fall of Man, a retro 
sci-fi first-person shooter from the 
folks who brought us the excellent 
Ratchet & Clank games. 

Despite a long decade of 
Spyro and Ratchet games since 
its original shooter, Disruptor, 
Insomniac's return to the genre is 
so smoothly assured that it feels 
like it never stepped away. Indeed, 


the Insomniac guys are fond of 
referring to Resistance as the most 
polished launch title ever. That's 

up for debate, but we certainly 

feel safe in calling it the most 
complete launch title ever. Whether 
you're looking for challenging and 
engaging single-player, expansive 
multiplayer, or a little of both, 
Resistance has it all. 


World War New 
Resistance takes place in an 
alternate timeline in which 
World War II didn't occur 

— unfortunately, other stuff 

did. Large chunks of the world, 
starting with Russia, have been 


going suspiciously silent since the 
1930s. Rumor and hearsay point 
toward a monstrous threat of 
unknown origin, but the civilized 
world has no idea of the true 
horrors in store. America only 
breaks its isolationist policy in 
1951, when England is about to 
fall. Army Ranger Sgt. Nathan 
Hale arrives first on the scene. 
He quickly proves resistant to 
the Chimeran virus that slays 

his comrades, putting him at the 
center of a desperate operation 
to destroy the Chimeran menace 
from the inside. 

Even though the in-game 
storytelling is minimal, Resistances 
short but sweet cinematics serve 
as a great impetus for the run 'п' 
gun, making it one of the few FPSs 
in which we actually cared about 
the story. 


Duck and Cover 

Of course, a cool story's for 
naught if the gameplay's weak, 
but Resistance's action is solid 
as hell. It plays like a mix of Call 
of Duty 2 and Halo, with lots 

of taking cover, sighting down 
Scopes, and grenade-hurling. You 
could also take a less cautious 
Rambo-style approach, but that 


PRICE 


$59.99 
ESRB RATING 


MULTIPLAYER 


splitscreen ci 
SUPPORTS 


Pro Logic Il. 
*PS Network 
Sixaxis tilt 
-USB headset 


PUBLISHED BY 


Insomniac Games 


Е YOU'RE IT Once you "tag" an enemy with the Bullseye, you can aim pretty 


м 


much anywhere, start shooting, and still hit him. А very useful weapon indeed. 


won't work forever – the Chimera 
are smart. They don't have the 
absolute best A.I. we've seen 
(that honor goes to the enemy 
commandos in F.E.A.R.), but 
they're more than capable of 
giving you some very interesting 
combat encounters. 

The standard difficulty setting 
has an excellent challenge curve, 
and by the last quarter of the 
12-hour campaign, the Chimera 
will have you fighting for every 
last checkpoint. Two additional 
difficulties are also unlockable, so 
masochists who are looking for 
a challenge akin to Call of Duty 
Zs infamous "veteran" campaign 
should be quite happy... or afraid... 
we're not sure which. 

Resistances level design is quite 


good, if decidedly linear. Most 
levels have a fairly straight path 
to follow, with the exception of 
one free-ranging excursion in a 
combat jeep and a few wide-open 
battlefields. It is no coincidence 
that the latter were among our 
favorite sequences. 


Yep, Definitely an 
Insomniac Game 

What really sets the action apart, 
though, is the highly creative 

and equally enjoyable arsenal 

of weapons. Split between the 
earthly and the esoteric, even the 
more “mundane” weapons pack a 
punch. Hale's basic guns include 
а classic World War ll-style 
carbine, a super-accurate sniper 
rifle (complete with slow- GIJA 


RETURN- 
INGTO 
ROOTS 


Insomniac's 
first game, 
Disruptor, 
came out in 
1996 and was 
a futuristic 
FPS inthe 
style of 
Doomand 
Dark Forces, 
Rather than 
guns, alot of 
your weapons 
were psionic. 
Itlooks really 
ancient today 
but is actually 
still pretty 
fun. Just don't 
expect much 
inthe way of 
multiplayer or 
even analog 
control. Hey, 
itwas 1996. 


E DEAD AIM 

All the game's 
great weapons 
will go to waste 
if you can't aim. 


MAN OR 
BEAST? 


In multiplayer, 
you can play 
а$ аштап 
ora Chimera. 
Humans have 
unlimited 
stamina 

for running 
and a useful 
radar, while 
Chimeran 
players can 
go into an 
overdrive 
mode to do 
more damage 
(they will also 
take more and 
will overheat 
ifnot careful) 
and see 
through walls. 
Both sides 
are strong; 
they're 

very nicely 
balanced. 


718 mo), and one of the most 
satisfyingly devastating shotguns 
we've fired lately. 

Then there are the sometimes 
freaky, but always effective 
Chimeran and hybrid weapons. 
The Bullseye, for instance, lets you 
tag foes with its secondary fire, 
after which its primary shot will 
home in with unerring accuracy. 
The Auger lets you fire radiation 
through walls, while the XR-005 
Hailstorm can deploy deadly, 
stationary turrets. Remarkably, 
each and every weapon is useful 
throughout the game... in fact, we 
ended up using the stock carbine in 
the final encounter. Every weapon 
rocks, and you'll ind even more on 
subsequent playthroughs. 

As for aiming them, the Sixaxis 
controller feels like a Dual Shock 


Е DUAL WIELD Twice the guns 
means twice the destruction. 


z 


t ха 


WV 


Е BLOWN AWAY Shooting Chimera is fun, but it's even more 50 once you finally 
get your hands on some of the game's more explosive weaponry. | 


2, only a lot lighter. A few bits 

of the game make use of its tilt 
functionality, most notably when 
you have to maniacally shake the 
controller to dislodge one of the 
more disturbing monsters from 
Hale's face. You can also tilt it 
left or right to view the scores or 
map in multiplayer, but this seems 
pretty finicky — it's easier to stick 
with the buttons. 


40 Maniacs with Guns 
Multiplayer is pretty darn good, 
with a few caveats. Plenty of 


modes are offered: Capture the 
Flag, Team Deathmatch, King of 
the Hill; it's all here for you and 
up to 39 opponents. We've never 
seen such a busy multiplayer 
console game, and there's 
absolutely no performance hit. 
The net code works great, and 
there are extensive stat-tracking 
and rank advancement systems. 
As you gain online experience, 
you'll earn ever more unlockable 
skins and character accessories. 
The ultimate unlockable skin is 
actually only available through 


EJ] BRAINS The Chimera can be tough because they're pretty darn smart - though it looks like this Chimera got caught unawares. 


E IN YOUR FACE When enemies 
get up close and personal, you're 
better off bashing them in the face. 


beating the "superhuman" 
difficulty in single-player, so if you 
See someone wearing that skin, 
don't shoot; run. 

Actually, ignore that advice. Our 
main criticism of the multiplayer is 
that it's just too easy to die. Your 
health can dip from full to nothing 
іп the space of a second, so if 
some guy drops behind you and 
lights up your back, there's often 
not a lot you can do. It's easy to 
respawn, but we would've liked it 
ifthere had been more room for 
mitigating tactics and other skillful 
reactions. Still, if you can accept 
that you'll never be the unkillable 
god you might be in other games, 
Resistances online action is quite 
good, and all the more impressive 
for a launch title. 

There's also a cooperative mode, 
and if single-player's game is fun, 
it's even better when devising 
tag-team tactics with a buddy. 


Co-op pumps up the difficulty quite 
a bit, so don't expect a cakewalk. 
The one big drawback here is that 
co-op is splitscreen only. This 

is intentional on the part of the 
developers, who feel that co-op's 
at its best when everyone's on the 
same couch. That's debatable, but 
there's no denying that we would've 
loved the option to play co-op over 
the net. Voice support's in; this 
should be, too. 


Welcome to PS3 

So, those next-gen graphics? 
Pretty darn impressive. 
Resistance is a beautiful game, 
albeit a gritty one. Everything is 
rendered with amazing detail, 
from the stunningly-animated 


enemies to the war-torn ruins 
of England's great cities. The 
physics system is fun to play 
with, and even shattering glass 
looks better than in any previous 
game. The most impressive bits 
are the wide-open vistas — no 
other game has such detailed, 
polygon-rich backgrounds. The 
Р53 is a beast, and Insomniac's 
art staff rules, too. 

If we had to quibble, we'd point 
out that the texture detail could 
definitely be better, and while 
the sound effects are great, the 
soundtrack is pretty unnoticeable 
symphonic stuff. Hey, why are you 
looking at us like that? Don't shoot 
the messenger! 


The First Great PS3 
Original 

Resistance doesn't rewrite the 
rules of FPS games, but it doesn't 
need to. PS3 or not, it's easily 
one of the strongest next-gen 
shooters, with a fun and cohesive 
single-player game and all of 

the online action you could want 
— and all in a launch title, no 

less. It's the perfect game with 
which to welcome the Р53 into 
your home, and if Resistance is 

a hint of things to come, well, 
we're in for some exciting times. 
BENJAMIN TURNER 


El BACKUP 
The game can 
get pretty 
tough at times. 


ABOVE& 
BEYOND 


Following in 
the footsteps 
of the Ratchet 
games, 
Resistance 
features 
hidden “skill 
points” that 
you can earn 
through 
exceptional 
play, For 
example, we 
got one by 
killing three 
Chimera 
withasingle 
grenade. Most 
are super 
well-hidden 
though, so 
goodluck 
earning all 
120+ points 
worth of 

"em (if you 
do, you can 
unlock some 
goodies). 


reviews = BEST OF THE MONTH E Fight Night Round 3 


It may be "just" 
a boxing game, 
but we mean it 
when we say 
this game isa 
showpiece for 
what the PS3 can 
do. Visually, 
it's class- 
leading, and its 
gameplay is 
still standing 
the test of 
time. We 

still want a 
fleshed-out 
career, but it's 
easy to forget 
about once you 
start playing with 
friends. 


IGHT NIGHT 


ROUNDS, 


Teen 
2-player versus. 


:720р 
-PS Network 
“Sixaxis tilt 


EA 


EA Canada 


While the Fight Night 

series is no stranger to the 
PlayStation world, its debut on 
the PS3 is the equivalent to the 
introduction of dual analog sticks. 
Not because we've never used the 
game's brilliant game mechanics 
before (see: PS2), but because 
this game is a real, tangible taste 
of true progression for the series. 

Let it be said that, yes, graphics 
do matter. In Fight Night Round 
3, the character models are so 
detailed and realistic that the need 
for any energy meters or such is 
completely negated; you simply 
look at your boxer to see what 
sort of damage he's taken, and 
how close the end of the fight is. 
An ancillary benefit is the higher 
level of immersion and believability 
that come inherent with the 
increase in fidelity. 

New to this version is a 
first-person mode that works 
surprisingly well. In fact, it feels 
more like real boxing as your 
punches are now transposed 
to the analog stick accurately. 
Because tunnel vision sets in as 


Fight Night Round 3 


PLAY IT TO EXPERIENCE IT 


PSM SCORE 
m 


you take damage, blocking and 
avoiding punches holds a much 
higher priority, causing you to 
bob, weave, and punch more 
consistently — again, much like 
real boxing. It's not perfect, since 
judging your spatial relationship to 
the ropes and your opponent can 
be confusing, but in the end, it still 
works. The game also integrates 
the new ESPN content soon to be 
in all EA Sports games - a nicely 


added incentive to take your game 
online. 

Unfortunately, the game still 
lacks a truly great career mode, 
let alone the countless extras 
and features found in many other 
sports titles. When it comes down 
to it, this game is about playing 
against real people, online or off, 
and in that regard, there's little 
out there that's as gratifying — or 
impressive. KAISER HWANG 


IF THERE'S ONE THING YOU LEARN WHEN. YOU ARE A KID... 
IT’S TOoNEVER GO INTO THE.FOREST... 
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FIGHT THROUGH A WORLD 
OF SCIENCE PROJECTS 
GONE WRONG 


PLAY THROUGH STORY MODE 
AS DJ AND PANDORA WITH 
2 PLAYER CO-OPERATIVE PLAY 


CONTROL BOTH DJ 
AND PANDORA ee «IN. 
IN THEIR FIRST VIVIR. 


BATTLE WITH 

7+ UPGRADEABLE WEAPONS 
LIKE THE FLAMING TP 
THROWER AND ENHANCED NINTENDO DS 
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=a: Ridge Racer 7 


DON'T OVERLOOK THIS 


out of 10 


For pure. 
adrenaline- 
pumping thrills, 
it's hard to 
beat Ridge 
Racer 7. Stuffed 
with tons of 
cool modes and 
features, it 
will keep you 
playing for 
along time. 
Online play 

Is especially 
addictive, with 
14-player 
battles that 
will push your 
skills to the limit. 
Unless you're 
astickler for 
realism, don't 
letthis one 
pass you by. 


Ridge Racer 7 doesn't 
usher in a bold new era for 

next-generation racing. It won't 
justify the sky-high cost of the 
Р53, and - true to its lineage - it's 
as unrealistic as a racing game 
gets. Now that we've established 
what the game isn't, let's talk 
about what it is — fun. 

When | bought my Xbox 360 
at launch (hey, | play 'em all), | 
quickly shelved let-downs like 
Perfect Dark Zero in favor of 
Ridge Racer 6, which — despite 
its so-so graphics and lack of 
any real innovation — provided 
one of the system's most solid, 
lengthy game experiences. It's 
the same case with RR7 - it's not 
the kind of fresh, next-generation 
experience you'd buy a PS3 for, 
but it's the game that racing fans 
will easily lose themselves in. 

If you haven't played a Ridge 
Racer title before, all you need to 


know is that it's an arcade-style 
racer that focuses almost entirely 
on insane, over-the-top drifting 
through turns — if you're playing 
the game right, you'll never even 
touch the brake button. While 
Gran Turismo-loving gearheads 
might scoff at Ridge Racer's 
complete lack of realism, the 
series' unapologetically arcade 
style is a godsend for fans of 
games like Burnout, OutRun, and 


POSITION 


LAP. TIME 
00:36.200 


Daytona USA. 

If this type of racing suits you, 
then there's a lot to love about 
RR7. It's by far the deepest, 
most feature-packed title in the 
series, with a long list of amazing 
courses. The only downside is 
that about 80-9096 of the game's 
content (especially the tracks) 
is taken directly from the 360's 
Ridge Racer 6, so, if you've played 
alot of that game, you'll get a 


“POSITION | 


feeling of "been there, done that' 
right from the start. 

RR7 does introduce some 
cool new features, however. 


Most important is the addition of 


slipstreaming, which provides 
anice counter to the classic 
RR strategy of blocking out an 
approaching car - in trying to 
stop him from passing, you may 
just give him just the boost he 
needs to leave you in the dust. 

Another welcome addition 
is the ability to upgrade your 
cars' engines, turbos, tires, and 
other parts. This feature isn't as 
deep as in full-on tuner games, 
but there are just enough parts 
to allow for a nice amount of 
customization without slowing 
down the game's fast, arcade 
appeal. You can even customize 
the look of your rides with some 
custom paint jobs and decals, 
which encourages a more 
personalized online experience. 
Speaking of which... 

Online multiplayer in RR6 was 
a blast, and it's been polished 
and improved for RR7. You can 
race up to 13 other players in 
a standard race, split the field 


E KING OF 
THE ROAD 
The game's very 
robust online 
multiplayer 

can keep you 
hooked for 
months. 


TURBO 
CHARGED The 
more you drift, 
the more nitrous 
you'll get. Using 
ittriggers a cool 
new visual effect 
around the edges 
ofthe screen. 


NITROUS 


x 


El BREAKING WIND The new slipstreaming feature adds a bit more strategy, 
especially when you race as a team and pull each other around the course. 


into two teams, or race in pairs. 
You can also team up with a 
buddy to tackle Pair Time Attack, 
and - as in single player Time 
Attack — go for a world record. 
Furthermore, you can put your 
skills to the ultimate test in 
special competitions that will be 
available for download. Racing 
online really gets the adrenaline 
flowing, especially since you can 
earn Fame Points and in-game 
cash (used to buy new parts) just 
as you can in the single-player. 
Nothing beats drifting side-by- 
side with a dozen other cars 
around a long turn. 

There is a massive offline mode 
as well, the Ridge State Gran Prix, 
which packs in over 160 races. 
This mode is the heart of the 
game, where you drive to impress 
car manufacturers, unlock a total 
of 40 different cars, and take on 


22 courses (44, if you count their 
reversed versions). With varying 
race rules and challenges, this 
mode can be incredibly addictive, 
always tempting you to put off 
sleep for just one more race. 

At the Xbox 360 launch, most 
racing fans passed over RR6 for 
the prettier, more realistic Project 
Gotham Racing 3. It would be a 
real shame if gamers missed out 
again, because - although the 
core gameplay hasn't changed 
much in over ten years - Ridge 
Racer is as fun as ever. At 60 
frames-per-second, plus the rare 
ability to be displayed at 1080p, 
it's plenty pretty enough. 

Give Ridge Racer 7a test drive 
and find out why it's one of the 
most underrated PS3 games at 
launch. CHRIS SLATE 
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PRICE 


$59.99 


ESRB RATING 


MULTIPLAYER 
14-player versus 
SUPPORTS 
80р 
Network 
axis tilt 


PUBLISHED BY 
Namco Bandai 


MADE BY 


RACING 
INTO 2007 


Two big-time 
racing games 
are already 
revved upto 
burn rubber in 
2007, and they 
couldn't be 
more different 
from each 
other. We'll 
get the hyper- 
realistic Gran 
Turismo HD 
later in the 
year, but first, 
Sony's intense 
off-roader 
MotorStorm 
will try to end 
Ridge Racer 
7s early reign 
as PS3's best 
arcade racer. 


Е > The Call of Duty series 


seems synonymous with 
next-gen console launches, 
but that's not a bad thing by 
any means; after all, it's an 
entertaining WWII first-person 
shooter series that’s akin to 
playing a Hollywood film. The 
latest game, Call of Duty 3, 
continues the trend, which makes 
it a great choice for those lucky 
people who managed to get their 
hands оп а PS3 at or around 
launch. 

The game is mostly successful 
at recreating the aforementioned 
Hollywood blockbuster feel 
— of course, that means linearity 
and scripted action sequences 
aplenty. There are a few wrinkles 


WWII SHOOTERS IN 2007 


People should still be playing Call of 
Duty 3s great online multiplayer well 


into 2007, but next year is also when 
Ubisoft's excellent Brothers in Arms 
series makes its PS3 debut with Hell's 
Highway. 


J OF THE MONTH Е Call of Duty З 


a: Call of Duty 3 


that make things 
interesting, however; 
most notably, the 
game actually puts the 
Sixaxis tilt feature to 
good use. Simply tilt 
the controller to melee 
attack, set a bomb, 
row a boat, steer 

a jeep (though the 
Sixaxis steering, as it 
is in Ridge Racer 7, is 
not very good), and more. Yes, it's 
gimmicky, but it's neat. 

This being a next-gen game, 
the graphics are good for the 
most part (the water really stands 
out, and the depth of field while 
aiming is cool), though there 
are the occasional graphical 
hiccups. Even worse, though, you 
can sometimes get stuck on the 
environment. Plus, the story is 
not especially compelling, and, 
annoyingly, you can't skip the 
cutscenes, even when you've 
already seen them before. 

The single-player game 
aside, the game sports a great 
multiplayer portion, which 


Е 


E DRIVE BY Vehicles аге fun, online and off. 


E FRAMED The framerate could be 
better, but it's not horribly bad. 


introduces vehicles and new 
character classes to the mix. 
Sure, it can get frantic at times, 
especially with 24 players, but it's 
fun, just as it should be. 

Yes, Call of Duty 3 has its 
share of problems, but the action 
is appropriately intense and 
cinematic in scope, and the new 
features are great. Resistance 
might be the better game overall, 
but this game is a good choice 
for those who prefer their FPSs 
slightly more grounded in reality. 
JUSTIN CHENG 


E] WAR Things сап get intense. 


THIS WWII SHOOTER 
HAS A FEW TRICKS 
IN ITS ARSENAL 


PSM SCORE 
Im 


You might be 
saying, "Another 
WWII FPS? 
Yawn,” but Call 
of Duty 3is a 
solid game 
that makes 
good use of 
the Sixaxis’ 
tilt feature. 
Sure, it has a 
few problems 
(it's linear, and 
there are some 
graphical 
issues), but 
the game as a 
whole is still fun 
nonetheless. 
Besides, killing 
Nazis never 
gets old. 


EB info 
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out of 10 


Madden NFL 
07оп PS3 is 
undeniably 
fun, with 

some neat 

new features 
and spiffy 
next-gen 
graphics - it's 
just too bad 
thatthe game 
is missing 
some of the 
even cooler 
bits that the 
cheaper PS2 
version has 
(like the owner's. 
mode). It's still a 
great game; we 
just hope next 
year's version 
is more fully 
featured. 


E info 


PRICE 


$59.99 


ESRB RATING 
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=: Madden NFL 07 


Is it even legal to launch a 
console without a new(ish) 
Ridge Racer and the latest 
Madden? Publisher Electronic 
Arts isn't taking chances and 
takes the PS3 field оп day one 
with Madden NFL 07... though 
PS3 owners rich enough to also 
own an Xbox 360 may feel they've 
played this before. 

Which, frankly, they have: 
Madden NFL 0715 98% identical 
to this year's Xbox 360 footballer. 
This is both great and not so 
great. Sure, it's encouraging 
to see that the PS3's first- 
generation launch titles look 
as good as their counterparts 
on the year-old 360, but that 
360 version, while obviously 
gorgeous and smooth, actually 
gave up some important ground 
when compared to its current- 
generation teammates. 

For example, don't go looking 
for an owner's mode here. There 
isn't one. Also, some of the mini- 
games are missing - there are 
six, not nine. However, you've still 
got the 30-year franchise mode, 


ЕЛЕСІ 2 
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1st) 457 А OC. 


OI ISTANDIO |BALLONGS4B | « + 


El PLAYTIME Yes, it's missing features, but the bottom line is that it's still fun. 


Superstar mode (in which you 
choose a single player and try 
to get into the Hall of Fame), and 
some hot head-to-head online 
action. Well, we hope it's hot. At 
press time, the PS Network is 
still a few days out, and we won't 
be sure that the online rocks 
(the 360 version is noticeably 
laggy) until after launch. So, we're 
hoping for hotness. 

Of course, its looks will stun 
you, the control is smooth, and 


EISLACK-JAWED They're in awe of how much better they look on the PS3. 


while the only added PS3 benefit 
is the ability to fake snap or 
throw a block (on offense) or 
jump the snap or tackle harder 
(on defense) with a flick of 

the Sixaxis, some of the other 
features are seriously nice. 
Manually controlling your lead 
blocker to open up a hole for 
your running back, for instance, 
feels great. So does using the 
Live Opponent feature to play 
franchise mode against another 
gamer instead of the CPU. It all 
adds up to a strong, promising 
rookie effort, but it sucks that the 
$20 cheaper current-gen version 
still has the overall edge on the 
depth chart. ERIC BRATCHER 


WAIT TILL NEXT YEAR... 


The first thing we'd like to see next 
year is the owner's mode back. Beyond 
that, we're looking for smoother 


animation blending and more precise 
collision detection between all body 
parts - it's critical in a full-contact 
sport like football. 
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Marvel: Ultimate Alliance 


AN ULTIMATELY 


ENTERTAINING 


MARVEL TEAM UP 


The thing that separates 

Marvel: Ultimate Alliance 
from all the other hack-and- 
slashers out there is the fact that 
it really is a Marvel fan's dream 
game: it's packed with all kinds of 
Marvel goodness, not the least of 
which is the extensive roster of 
characters, from the real classics 
to the much more obscure. Plus, 
all of the characters have many 
of their signature moves. All of 
this helps make up for that fact 
that the game basically breaks 
down to progressing through a 
so-so story by solving simplistic 
puzzles and hacking and slashing 
your way through wave after 
wave of baddies. That being said, 
however, the game is just plain 
fun, especially when playing with 
three other friends. 

All three versions play similarly, 
using the X-Men Legends formula. 
Obviously, the PSP version's 
controls have been modified 
the most to work on the right- 
analog-stick-and-R2-and-L2-less 
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7 n 
EJ DREAM TEAM It's like Thi 


. gamesradar, 


handheld. It's a 
slight adjustment, 
but, given the 
game's relatively 
simple gameplay, 
it's not really much 
of an issue. The 
PS3 version makes 
use of the Sixaxis 
controller's tilt 
functionality for 
stuff like dodging 
and dealing extra damage, but, to 
be honest, it feels tacked on. 

Of course, what immediately 
separates the three are the 
graphics. While the PS3 version 
certainly looks better than the 
other verisons, it doesn't really 
showcase the PS3's graphical 
power - though it does support 
1080p, which is nice. The PSP 
version looks good enough for 
a PSP game, but the characters 
can become hard to see at 
times when the camera is pulled 
way back. Each version has 
exclusive content, too, but the 


e Fantastic Four, only better. 


EI HEROES UNITED Play with up to 3 friends. 


PSP version has by far the most 
exclusive stuff with some extra 
unlockable modes and more 
exclusive characters than the 
other two versions, which helps 
compensate for the PSP version's 
other shortcomings. Overall, 
Ultimate Alliance is entertaining, 
no matter which version you 
decide to play. JUSTIN CHENG 


E info 


EI e 
„ULTIMATE - 
"ALLIANCE 

1 EA 


PRICE 


ESRB RATING 
MULTIPLAYER 
SUPPORTS 
1080p 

*PS Network 
“Sixaxis tilt. 


PUBLISHED BY 
Activision 


MADE BY 


Raven Software 


$39.99 


ESRB RATING 


MULTIPLAYER 

SUPPORTS 
Multitap 
Network Adaptor 

PUBLISHED BY 


MADEBY 


Raven Software. 


Sure, Marvel: 
Ultimate Alliance 


h 

slashing - but 
it's hacking and 
slashing in the 
Marvel universe, 
and that makes 
all the difference. 
The game is 
simply packed 
tothe gills 
with Marvel 
goodness, 
which helps 
make up for 
some ofits 
flaws (including 
an uncompelling 
story and 
simplistic 
puzzles). 


he 
i IMATE) 
ALLIANCE 


ESRB RATING 
MULTIPLAYER 
4-player co-op 
SUPPORTS 
“Ad hoc wi-fi 
“Infrastructure 
wi-fi 
PUBLISHED BY 


MADE BY 


Vicarious Visions/ 
Raven Software 


reviews E BEST OF THE MONTH E Tiger Woods PGA Tour 07 


=: Tiger Woods PGA Tour 07 


TIGER STALKS ONTO PS3 
& GROWLS, “WHERE’S 
THE REST 


PSM SCORE 


Golf games have 
never looked 
better than Tiger 
Woods PGA Tour 
07 and it's just 
as fun аз its 
current-gen 
sibling (in some 
ways, it's even 
better), but 
what's with 
the all the 
missing stuff? 
Why does it have 
nine fewer 
courses? It's 
ashame, but 
definitely not a 
deal-breaker. 
Plus, at least the 
game makes 
good use of 
the Sixaxis. 


E info 


TIGER 0005 
ATOUR з 


PRICE 
$59.99 
ESRB RATING 


Everyone 


MULTIPLAYER 
4-player versus 
SUPPORTS 

0p 


ixaxis tilt 
PUBLISHED BY 


MADE BY 


EA Redwood Shores. 


[23] Like the game of golf itself, 
Tiger Woods PGA Tour 
07 on PlayStation 3 is at once 
exhilarating and heartbreaking. 

A near-exact clone of the 360 
version (the only real differences 
are a control tweak and a 
targeting reticule that's a blinking 
arrow, not a circle), the game is 


So pretty your retinas will literally 


crawl down to your lips and kiss 
you – but the sugary glitz comes 
at the expense of big, meaty 
chunks of gameplay. 

It's especially notable in 
Tiger, whose current-gen 
version boasts 21 courses, 
but whose Р53 outing delivers 
only 12. Graphical updates or 
not, that blows. So do the more 
rudimentary difficulty settings 
and the way the current-gen 
version's entire career mode, 
which has you recruiting a 
fearsome foursome to take 
Tiger's posse down, has been 
shanked right into the drink, 
never to be seen again. 

Which is not to say that there 


хт © Min/Max 
м ZOOM/ROTATE MODEL 


F ME?” 


isn't a ton here to do; you've got 
nine match types, ranging from 
typical stroke play to online skins 
games and on to brutal new 
variations like One Ball, in which 
up to four people take turns 
swatting at a single golf ball. 
Create-a-player is more robust, 
and the PS3 version also adds a 
new way to control spin: you hold 


GE LIGHTING 


E WHO AM I? With Game Face, you can be who you want to be. 


EVERYONE'S 
WATCHING 

Don't tet the 
pressure get to you. 


down L1 or X and tilt the Sixaxis in 
the direction you want the ball to 
roll once it hits the ground. Once 
you figure out how to turn it on 
(it's an option in the pause menu), 
it's far preferable to hammering 
buttons, and it steers the ball so 
well that it's almost unfair. 

This is easily the best-playing 
version of Tiger this year. It's just 
a shame that so much content 
had to be left out of the bag in 
order to land this year's shot on 
the green. ERIC BRATCHER 


TIGER 2008 


Simply dominating golf courses 
designed by other people is no longer: 
enough for the woody cat-man, and 


he's going to start designing his own 
courses - which will surely be too 
tough for anyone hut Tiger. Either way, 
no better time for EA to give this series 
atruly kick-ass course editor, is there? 
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=: WWE SmackDown vs. RAW 2007 


THE PORTABLE 
WRESTLING GAME 
CHAMP IS HERE 


m As good as it was, the 
thing people remember 
most about last year's WWE 
SmackDown vs. RAWis just how 


horrid the loading times were. 
Thankfully, this issue has been 


— but there are still a lot of loading 
screens. At least the game is 
packed with new features to help 
make up for this. 

The new control scheme from 
the PS2 version has been added 
to a certain extent — of course, 


PSM SCORE 
N 


given the fact that the PSP lacks 
a second analog stick, a few 
compromises had to be made. It's 
like a mash-up of the old and new 
control schemes, which works 
pretty well. It's unfortunate that 


improved in this year's game 


E3 ALL HAIL the wrestling legends. 


PSM SCORE 


E* It's too bad ATV Offroad 
Fury 4 has to come out in 
the shadow of MotorStorm, but 
thanks to the MotorStorm delay, 
it might still be the Baja racing 
game of the year. There's a bevy 
of tracks to choose from, and 
you can catch gnarly air, string 
together a bevy of freestyle 
tricks (there are over 30 to 
choose from), and serve up a 
healthy dose of dust in the face of 
the rivals you'll develop in a new 
Story Mode. 

Handling is pretty good; 


PRICE 
ESRB RATING 
MULTIPLAYER 
SUPPORTS 
-Multitap 
letwork adaptor 
SP connectivity 
-USB headset 
PUBLISHED BY 


MADEBY 


Climax Studios 


. gamesradar, 


ЕЗ EVENT Big game, small UMD. 


=. АТУ Offroad Fury 4 


am CURRENT-GEN 
OFFROAD RACERS 
AIN’T DEAD YET 


the collision detection, clipping, 
and Al issues haven't been 
addressed, however. 

There's a new PSP- 
exclusive mode called "Road to 
WrestleMania," which allows 
you to set up tournaments, but 
we'd rather have the PS2-PSP 
connectivity back instead. 
JUSTIN CHENG 


buggies have a steeper learning 
curve — don't try to clutch slide 
through gravel-smeared corners 
unless you like to eat hay bails 

— than the ATVs, but after about 
15 minutes, you'll be clearing 
tracks in one or two passes. The 
sound could've been a little better 
(the buggies sound like gutless 
mini-RC cars), but overall, this 
game is really fun and plays just 
as smoothly as ATV Offroad Fury 
3. CASEY LYNCH 


GET AHEAD Leave'em In the dust. 


PRICE 
$49.99 


ыы RATING 


Cr 


|4-playerversus — | 


SUPPORTS 


*Ad hoc wi-fi 


PUBLISHED BY 


MADEBY 


Yuke's 


TRAIL 
BLAZE 
Keep off the 
pavement. 
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PSM SCORE 
m 


sP: Mercury Meltdown 


BETTER (& SAFER 
THAN PLAVING Wit H 
ACTUAL MERCURY 


EJ BRAIN POWER Puzzles galore. 


to last year's difficult Mercury, 
Meltdown has you twisting 
various game boards around in 
an effort to get a blob of mercury 
from one end of the level to the 
next without losing too many 


drops of precious quicksilver 
over the sides. 

Of course, it's never that 
simple, as there are a variety of 
puzzles to overcome by changing 
the color of your mercury, 
splitting it into smaller blobs, or 
manipulating various mechanisms 
throughout the game's multitude 
of areas. 

Meltdown can be frustrating: 

— guiding your mercury is 
sometimes difficult with the PSP. 
nub, and the path to success 

is often not readily apparent. 
Success, however, is equally 


[m Lets face it: the periodic 
table is almost never fun 
(Tungsten? Pedestrian. The Noble 
Gases? Done to death), which is 


why Mercury Meltdown is such 
a welcome surprise. This sequel 


ESRB RATING 
MULTIPLAYER 
SUPPORT 


*Gamesharing 
“Ай hoc wi-fi 


PUBLISHED BY 
lgnition 


9 CAREFUL! rewarding, as gameplay quickly Entertainment 
Don't fall off the becomes absolutely addicting. MADE BY 
sides! RYAN RAYHILL 


PSM SCORE 


EV 
EVEN IF IT'S 
NOT NEXT-GEN 


Е Even though the PS2 
version of NHL 2K7isn't as 
ick and refined as its next-gen 


sibling, NHL 2K7is probably 
the best — and perhaps the last 


CONTROLLING 
...your team feels as 
smooth as ice. 


o 


ESRB RATING 


Everyone 


MULTIPLAYER 


10-player versus 


SUPPORT 


— hockey game you may ever 
play on the PS2. The controls 
feel great, the skating feels true, 
and the franchise mode is more 
filled out than even Niclas Wallin's 


Though not as revolutionary 

as EA's new Skill Stick, 2K has 
added some nice features, like 
Pressure Control, which lets you 
target specific opponents for 


MES playoff beard. some serious checking. The new 
PUBLISHED BY On tougher difficulty levels, the parametric camera really follows 
Al will give seasoned pros a run the action well. 

MADE BY for their money, despite one- If we could, we'd rather play 
timers still figuring in too strongly. NHL 2K07, with all the best parts 


of the EA and 2K hockey, but 
that's about as likely to happen as 
the Phoenix Coyotes winning the 
Cup. CASEY LYNCH 
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Assuming you're one of the lucky 
few who's scored a PS3 and you 
absolutely have to scratch your 
hack-and-slash itch, then Marvel 
Ultimate Alliance would probably 
be a better way to go than this 
samurai epic. It's awfully pretty, 
and being able to switch between 
characters and weapons on the 
fly is cool, but after a while, the 
endlessly repetitive, force field- 
enclosed battles wear thin. It 
doesn't help that individual levels 
go on for way too long, or that 
the uncontrollable camera opts 
for "cinematic" angles that often 
don't track your character. It's 
still fun in bursts, but there's very 
little here that hasn't already been 
done on the PS2. MIKEL REPARAZ 


PSM SCORE I 
muma gum 
1:: QM NARDIN 


=: Mobile Suit 
Gundam: Crossfire 


Underneath Mobile Suit Gundam: 
Crossfire's photorealistic giant 
robots is a painfully bare-bones 
shooter. Sure, it's oddly satisfying 
to lumber around trading shots 
and crossing plasma swords with 
other stylized death machines, 
but the slow, stiff gameplay 
overshadows the cool stuff. So 
do bland landscapes, choppy 
animation, a skeletal storyline (no 
matter which side you pick), and 
a lack of any notable characters. 
It's still worth playing for the 
unique thrill of dismembering 
enemy mecha (or figuring out 
how to keep fighting with your 
arms and head blown off), but 
this rush job is a reminder that a 
new console's first games aren't 
usually its best. MIKEL REPARAZ 


=: Untold Legends: 
Dark Kingdom 


If you've ever played either of the 
PSP Untold Legends games (or if 
you've ever played Gauntlet), you 
should know pretty much what 
to expect from Dark Kingdom: 

a whole lot of hacking and 
slashing. That's certainly fun for 
a while, but we were hoping for 

a bit more from the series’ PS3 
debut. Even with three different 
characters, a few puzzles, and 
some platforming thrown in for 

a bit of variety, playing the game 
still ultimately boils down to 
monotonously mashing buttons 
and working your way through a 
clichéd story that's not presented 
all that well. Sixty bucks for that 
kind of experience is just asking 
too much. JUSTIN CHENG 


=: Superman 
Returns: The Videogame 


Superman Returns gives you all 
of Superman's signature stuff 
(powers, rogues, etc.), and 
instead of giving Superman a life 
bar (since he is Superman and 
all), you have to watch Metropolis’ 
life bar (putting the emphasis on 
saving the city and its citizens 
instead of yourself). While the 
game doesn't look that hot (which 
is understandable, given that 

you can fly across and above the 
huge city of Metropolis without 
seeing a single loading screen), 
it's the repetition that really hurts: 
completing the same tasks and 
fighting the same bad guys in 
order to progress through the 
game gets tedious. JUSTIN CHENG 


Thrillville packs a fun bundle of 
things to do, but by trying to be 
all things to all fans of The Sims, 
Roller Coaster Tycoon, and Mario 
Party, this roller coaster ends up 
being less than a thrill. Wander 
across your mad uncle's park as 
you try to encourage business, 
chat up the customers, test out 
the rides yourself, set budgets 
for research, new rides, and 
marketing, train your staff (whose 
jobs all seem suspiciously like 
mini-games), and win out over an 
evil, corporate rival. Wandering 
on foot is a new and interesting 
way to see the park you make, 
and it's simple enough for kids, 
but the whole package is more 
"Okaytown." PATRICK JOYNT 


Despite being nearly identical 
games, Thrillville on the PSP is 
coming out a little ahead of its 
PS2 brother. It has some loading 
issues here, but looks almost 
equal to the bland-looking PS2 
version. The reason this is in 

my PSP while the PS2 version 

is tucked away is that the 
combination of park building, 
mini-games, Sims-like chats 
with park guests, and managing 
the corporate war against rival 
Globo-Joy is perfectly tuned for 
the PSP "experience." Start the 
game, play a few rounds, maybe 
ride a coaster, and you're at work. 
Actual wireless, not just ad-hoc, 
could have made this a classic. 
PATRICK JOYNT 
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PSM SCORE 
жағы вини 


=: Need for Speed: 
Carbon: Own the City 


PSM SCORE 


Own the City has a "if it's not 
broken, don't fix it" feel. That is, 

it feels similar to many of our 
favorite NFS titles that we've 
been playing for ages. The pedal- 
to-the-metal action plays out in 

a neon-washed look similar to 
Underground Rivals and uses 
some cool animated stills to move 
the story along. Though some 

of the new PS2 features are 
included (read: crew racing), Own 
The City plays up the huge open- 
world city thing, but chances are, 
after scuttling around the nearly 
traffic-less streets for a few 
minutes, you'll be using Quickplay 
to jump right into the races rather 
then driving there. CASEY LYNCH 


. gamesradar, 


SHINY GRAPHICS 
light up the night. 


BUDDY SYSTEM Now 
you've got some wingmen 
to help you out... sort of. 


San а Saas 
out of 10 


A unique “racing platformer” 
built on Sonic the Hedgehog's 
trademark speed, Sonic Rivals 
is undoubtedly fast, very 
pretty, and good fun when you 
compete against friends. The 
various hazards in each linear 
stage reward players who avoid 
them, but there are more than 

a few spots where you seem to 
either get stuck or fall to your 
death no matter how good you 
think you are. Also, the game 
just doesn't have a lot of lasting 
appeal. When you play solo, you 
realize how much it's geared 
towards multiplayer, how alike 
the stages are, and how short it 
is. It's a blast in short bursts with 
buddies, but otherwise gets old 
fast. RANDY NELSON 


=: Singstar Rocks! 


PSM SCORE 
m qum. 


ны 


out of 10 


Here's the deal with Singstar, 
specifically Singstar Rocks!: 
these are karaoke disks, and 
that's it. There's a duel mode, and 
two players can duet on some 
songs, and there are some party 
games, but there's none of the 
layers of "game" that Karaoke 
Revolution fans are used to. 

On the other hand, your non- 
gamer fans are a lot more likely 
to come over and sing along to 
the diverse, if small, selection 

of music videos, because it's 

a slick, modern presentation 
with bands like Jet and Coldplay 
mixing it up with Aretha Franklin 
and The Cure and fair scoring on 
timing and sound. Get it if you love 
karaoke, but hate the Revolutions. 
PATRICK JOYNT 


A NUCLEAR-ARMED ROGUE ARMY 

THREATENS TO TURN THE COLD 

WAR INTO A BLAZING HOT ОПЕ. 

INFILTRATE, FIGHT, AND DISMANTLE 
A MECHANICAL MONSTER. 


ТАНЕ SNAKE ОП HIS LATEST 
MISSION IN THE SEQUEL TO 553: 
SNAKE EATER OR BATTLE YOUR 
FRIENDS ONLINE IN EXCLUSIVE 
MULTIPLAYER MODES. 


PORTABLE OPS 


Animated Blood 
Suggestive Themes 


Violence a — | لم‎ KONAMI 


TENT RATING — www.esrb.org 5 PlayStation.Portable www.konami.com 


ntertainment Co., Ltd. “KONAMI” is a registered trade 
mory Stick Duo™ may be required (sold separately). The 
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F 
Xiaolin 
Showdown 


PSM SCORE 


out of 10 


Nearly identical 
tothe PS2 
version, Xiaolin 
Showdown for the 
PSP suffers from 
the same snoozy 
gameplay formula 
of “run around, 
mash buttons, 
repeat.” Despite 
its vivid art style, 
decent voice 
work, and a few 
fun power-ups, 
the spirit of the 
show just doesn't 
translate well. 
RYAN RAYHILL 


Reservoir 
Dogs 


PSM SCORE 


Even cameo voice 
acting by Michael 
“Мг. Blonde" 
Madsen himself 
can't save this 
drab attempt 

to expand the 
Reservoir Dogs 
story. Enemies 
spawn from 
nowhere, and 
missions are 
more repetitive 
and dull than 
Just Cause, but 
with no crazy 
parachute. 
CASEY LYNCH 


Pe 
Snoopy vs. The 
Red Baron 


PSM SCORE 


out of 10 


Inthis 
surprisingly 
entertaining 
game, Snoopy 
battles the Red 
Baron through 

a variety of 
missions. 

While not 
groundbreaking, 
tight controls, 
aerial stunts and 
fun weapons 
(Woodstock- 
guided missiles!) 
make it better 
than expected. 
RYAN RAYHILL 


P 
GUN: 
Showdown 


PSM со 
mum 


out of 10 


This port holds 
up surprisingly 
well, despite 

the inevitable 
condensing of 
the controls for 
the PSP. Much 

of the original's 
charm makes the 
cut, and a few 
extra missions 
and mini-games 
make up for the 
seemingly empty 
world and rough 
A.l. Still worth 
playing. KAISER 
HWANG 


e 
Online Chess 
Kingdom 


PSM SCORE 
p 
HH 
inb 


outof10 


It's chess, 

only with a 
nonsensical 
narrative and a 
crude turn-based 
strategy game 
that plays like a 
dumber Advance 
Wars. Plus, all the 
traditional pieces 
(pawns, bishops, 
etc.) have 

been replaced 
with bizarre 
characters that 
are hard to tell 
apart. SCOTT 
JONES 


= 
Family Guy 


Almost exactly 
the same as the 
PS2 version, 

for some reason 
Family Guy seems 
better suited as a 
handheld... sort 
of. Stewie's silly 
platforming and 
air-gliding works 
OK here, but 
Brian's stealth 
missions (read: 
memorization 
nightmare) still 
had us cussing 
wildly. CASEY 
LYNCH 


Phantasy Star 
Universe 


If you're into 
anime, then 
Phantasy Star 
Universeis worth 
checking out. The 
gameplay can be 
repetitive - the 
level designs all 
feel the same 

= but defeating 
half a dozen 
enemies with a 
few well-placed 
button mashes is 
rather satisfying. 
TERESA DUN 


The wise-ass 
wit of one of 
our favorite 
TV shows has 
transitioned to 
videogamedom, 
but sadly, 
Family Guy 
basically bites. 
The controls 

are frustrating, 
the gameplay 

is mercilessly 
repetitious and 
even the humor 
gets old after 
afew hours. 
CASEY LYNCH 


= 
Hard Rock 
Casino 


Take 20-plus 
casino games, 
add the Hard Rock 
brand, and voilà 
- instant $20 
game. It's a fairly 
diverse gambling 
package, and 
since you're 

not using "real" 
dough, losing 
doesn't hurt as 
much as it does 
in real life (trust 
us on this one], 
so it's anice 
distraction. 
SCOTT JONES 


= 
Xiaolin 


The look and 

feel of Xiaolin 
Showdown 

is faithful to 

the cartoon, 

but that's all it 
has going for 

it. Fans of the 
program may be 
able to stomach 
the shallow, 
repetitive combat 
and confusing 
enemy targeting, 
but everyone else 
can avoid it with a 
clear conscience. 
RYAN RAYHILL 


е 


The List OF RECENT BEST GAMES 


Е 4 


= 
Guitar Него Il 


With an amazing 
new list of songs 
to jam on, Guitar 
Hero llis much 
like the first, but 
with a handy. 
practice mode. 
The new co-op 
play is absolutely 
addictive. 


Score: 9.5 


SF 


= 


THE REAL 
DEAL 


Although most 
of the songs 

are covered 
in-studio, some 
tracks, suchas 
Primus’ “John the 
Fisherman” and 
Jane Addiction's 
“Stop,” are the 
original songs. 


PSF: 


Grand Theft 
Auto: Vice City 
Stories 


The best PSP 
game we've 
played so far. It's 
got everything a 
good GTA should 
have and more. If 
you have a PSP, 
you must buy this 
game. 


Score: 9.5 
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Splinter Cell: 
Double Agent 
This is a great 
addition to 

the Splinter 

Cell series. 

New tactics, a 
well-delivered 
story, and even 
better co-op and 
competitive play 
make this one of 
the best games of 
its kind. 


Score: 9.0 


Capcom 
Classics 
Collection 
Reloaded 


A collection 

of some of 
Capcom's classic 
games, including 
Street Fighter 

ll, Ghosts "М 
Goblins, and 
Commando. The 
downside is the 
frustrating load 
times; luckily, 
these games 

are more than 
worth waiting for. 


Score: 8.5 


GAMEFLY.COM 


224 


Bully 

There's а lot to 
do at Bullworth 
Academy 

- attend class, 
take dates to the 
carnival, beat up 
mean kids. An 
engaging story, 
unique concept, 
and interesting 
gameplay make 
Bully worth 
checking out. 


Score: 8.5 


Lumines 1 


Lumines Il 
expands upon all 
the strengths of 
the original. With 
fully animated 
backgrounds, 
dazzling 
graphics, and 

a mesmerizing 
soundtrack 
(plus double the 
content of the 


original), Lumines 


ll will keep you 
addicted for 
hours. 


Score: 8.5 


WWE 
Smackdown 
vs. RAW 2007 
With better 
controls than 
any of its 
predecessors, 
this is the 

best WWE 
SmackDown 
game yet. Too 
bad some of the 
other issues, 
such as clipping 
and load times, 
weren't fixed. 


Score: 8.5 


Tiger Woods 
PGA Tour 07 
Although some 
well-known 
series features 
are missing on 
the PSP version, 
Tiger still keeps 
you busy with 
mini-games 
interspersed 
between the big 
events. 


Score: 8.5 


Sega Genesis 
Collection 


This disc runs the 
gamut of Genesis 
must-haves, ` 
such as Sonic the 
Hedgehog 1-3, 
Golden Axe, and 
Phantasy Star Il. 
With 30+ games 
and designer 
interviews, 
there's something 
for everyone. 


Score: 8.0 


Killzone 
Liberation 


With thrilling 
Presentation and 
white-knuckle 
action, Killzone 
Liberation brings 
action to the 
PSP. Although 
the single-player 
story is short, 
the multiplayer 
features give 
this game lasting 
appeal. 


Score: 8.0 


Mortal 
Kombat: 
Armageddon 
A must-buy for 
Mortal Kombat 
fans. The new 
Kreate-a-Fighter 
mode allows 
you to make and 
play the warrior 
you've been 
dreaming of. 


Score: 8.0 


Death Jr. 2: 
Root of Evil 


This is an 
improvement to. 
the first game in 
every way, from 
the camera to 
the combat to 
the story. The. 
new co-op play 
is anice bonus, 
as well. The 
game has a few 
annoyances, but 
it's enjoyable 
nonetheless. 


Score: 8.0 
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SONY 
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Check out 
gamesradar. 
-it's cool. 


PS3: 
- тох 
> © „ REVOLUTION 


Blayseation 3 is doing nothing innovative, and 
the lineup of launch games prove it. Xbox 360 
has already proven that game developers 
are concentrating on more realistic-looking 
games instead of innovation, and it seems 
that Р53 will take the same route. But why 

is this? 

Graphics should be taking a backseat, 
with developers focusing on new gameplay 
innovations, It's already been proven that 
a game's look doesn't determine how fun it 
is! | know this is blasphemy, but | hope that 
Nintendo garners a greater market share in this 
upcoming console war. | really do respect how. 
they're trying to do something different and are 
risking a lot with this new console. 

I'm really afraid that games with less than 
stellar graphics but superior gameplay are a 
thing of the past. Now we'll really be getting 
unimaginative crap year in and year out. Here's 
hoping that Nintendo brings back what games 
are really about. -Darth Chaos, The Internet 
WIN CHRIS: I totally agree thatthe Wii will 
h 26) bea breath of fresh air, but] certainly 
kal wouldn't dismiss PS3's potential as 
"unimaginative crap.” While fancy new hardware 
chips and controllers can spark creativity, 
gameplay innovation always rests 99% with the) 
game creators. Who's to say that the next big 
new ideaiwon't pop Up ол PSS first? It's true that 
PS3's launch titles are, for the most part, prettier 
versions of the same types of games that We 
played in the last generation, but that’s how it 
almost always is when a console launches: Give 
developers time to get used to what the PS3 сап 
do, and to experiment; Remember, Metal Gear 
Solid, Tomb Raider, Grand Theft Auto, Resident 
Evil; and many more broke new ground on the last 
two PlayStations. PS3 just needs a little time. 


SONY KILLS LIK-SANG; 
READER WANTS 
ANSWERS 


Why the heck did Sony close 
Lik-Sang?! My favorite seller of 
games, systems, and accessories, 
and Sony closes it — for selling 
its system! If Europeans want 
Asian systems, they should get 
them, regardless of different 
compatabilities or voltage 
differences. It's absolutely 
ridiculous! Lik-Sang is one of the 
biggest retailers of import video 
game items, DVDs, videos, and 
other items. It gets harder to stay 
a fan of Sony every day with all the 
dumb things they do. —A.J. Walker, 
College-Place, WA 
[e | RANDY: Yes, A.J., it was a sad 
№ day for importers (not just of 
EE games, but also electronics 
and all sorts of Asian doodads, mind 
you) when Lik-Sang announced that 
it was shuttering its shop for good, 
citing financial burdens incurred by 
Sony's lawsuits. Sony's major beef, 
in simplest terms, was that Lik-Sang 
was selling Japanese PSPs in Europe 
when the packaging said "for sale 
in Japan only." Gamers in the U.K. 
and other European countries eager 
to get their hands on the handheld 
simply imported them, many from 
Lik-Sang, since the Euro launch was 
going to occur months after Japan 
and the U.S. Now Sony Europe is 
facing a similar launch date gap 
with PS3, and obviously saw the 
writing on the wall: anyone in Europe 
hardcore enough to ante up hundreds 
of pounds or Euros next March for 
one would probably just import a U.S. 
system months earlier, potentially 
hurting the Euro PS3 launch - 
Sony's eyes, at least. Of course, this 
is just one theory... but perhaps not 
that far-fetched. 


EA CHICAGO = AWESOME 


After reading the November 

issue of PSM, | have to say that 

EA Chicago is on fire. First the 
gorgeous Fight Night Round 3 for 
PS3/360 and now Def Jam: Icon. 
Kudo Tsunoda has joined Hideo 
Kojima and Tomonobu Itagaki as 

a gaming god. | plan on picking up 
Fight Night for PS3, but not Icon 
(maybe a rental). The game looks 
amazing, but I'm not a fan of hip- 
hop. I'm more of a Metal/Hardcore 
kinda guy. If EA Chicago hooks up 
with Roadrunner Records for a 
fighting game, | would be all over it. 
But whatever game Tsunoda and EA 
Chicago put in the future, | will keep 
aclose eye on, because that studio 
is опа hot streak. —Kevin Creedy, 
The Internet 

| KAISER: Y'know, Kevin, 1 
agree with you. Kudo and 
МЕЙ his team at EA Chicago are 
amazingly talented and, even more 
importantly, incredibly passionate 
about making games. As for arock 
version of Def Jam, who knows if 

it will ever be made, but you'd be 
surprised how many people have 
suggested a very similar thing. | can 
tell you that EA Chicago is working 
ontwo more games that might tickle 
your fancy. What are they? Гуе been 
sworn to secrecy... for now. 


Have a comment or question for the PSM team? Email us at psm@futureus.com, with 
"General Letters" in the subject line. Hey, you might even win a shirt! 


WHICH CAME FIRST: 
THE LETTER OR THE 
PODCAST? 


On September 6, | sent an email 
to you guys, telling of the Official 
PlayStation Magazine's podcast, 
and suggested you should make 
your own podcast. Well, to my 
surprise, when | opened up my 
December issue of PSM, | read that 
you had started your own podcast. 
That's awesome and all, but 
where's my free T-shirt for giving 
you guys the idea? | mean, you 
didn't even print it! -Matt Obrebski, 
Hamilton, OH 
ТЕ JUSTIN: Well, Matt, we 

TÎ hate to burst your bubble, 

[ê but we've been discussing 
making a podcast long before we 
even received your letter; in fact, 
our first video podcast went up on 
www.psmpodcast.com on May 24. 
While you won't receive a T-shirt for 
presenting the podcast idea, you can 
have a T-shirt for having this letter 
printed in PSM. 


^ 


" 


The PSM Podcast: Watch It! 


FM Мала Podcast Солои 6 


Independent PlayStation Magazine 


PODCAST 


Need more PSM-flavored 
PlayStation goodness 

in your life? Point your 
web browser towards 
www.psmpodcast.com 
for videos, and www. 
psmpodcast.com/audio 
for the talky-talky. Enjoy! 


SAMURAI SHODOWN 
NEEDS SOME LOVE 


You know how SNK and Capcom 
have brought back such classics 
like King of Fighters, Metal Slug, 
and Street Fighter Alpha? Why 
hasn't SNK brought back Samurai 
Shodown? It is in my opinion one of 
the best fighting series out there. | 
mean, Xbox got Samurai Shodown 


5; why doesn't SNK put together a ИЕН 
Samurai Shodown collection for the 
PS2? -Luis Leal, The Internet 

E | JUSTIN: That's a really you get 

\ PE good question. l'm a huge this special 
SA) Samurai Shodown fan shirt, made 
myself (my personal favorite being only for 
Samurai Shodown 2), so | would you letter 
gladly welcome a Samurai Shodown writers! 
collection. Given that the PS2 is So REMEMBER 
towards the end of its life cycle, PIN 
however, it doesn't seem likely. ADDRESS. 


We can't emall them. 


But how cool would it be if Samurai 
Shodown games were made available 
via the PS3's online PlayStation 
store? We can dream, can't we? 


Е SAMSHO We'd dig a PSP and/or downloadable version. 


EPISODE 7: 


Exclusive looks at 
PS3's top games, 
including new footage 
of major 2007 list- 
toppers like Lair! 


MAIL 22 НОТ TOPIC ЕЗ What Would Justin Do? 


LW.J.D? 
Hot Topic! 5 i 


STOP WHINING ABOUT 
THE PS3’S PRICE 


We were all a little (okay, more than 
a little) shocked by the PS3’s price 
tag, but some readers don't think 
it's that bad. In fact, some think it's 
a great deal, saying that if that's the 
price you have to pay to enter the 
next generation, then so be it. 


I $599 FOR A SES 
GAMING SYSTEM AND 
BLU-RAY PLAYER? Irs 
А STEAL! & ordan 


Dorwart, Louisville, KY 


0 $600 IS NOT TOO 


MUCH TO ASK Œ | WISH PEOPLE 
FOR A QUALITY WOULD STO 
MACHINE LIKE THE GETTING MA 
YOU_PEOPLE SONY AND ITS M STEM. 
REALIZE THAT | PAID LIKE TA SAD “YOU 
$400 FOR M T YOU PAY 
IPOD VIDEO? 2 
—Mike Hernandez, The Internet —David Fuller, Baltimore, MD 
Caption Contest: Make us laugh, win a prize 


THINK YOU'RE FUNNY? | 


"Itturns out that whatever 
happened in Vegas didn't 
stay there." 


WRITEA CAPTION FOR 


Write a caption for this screen and email it to 

with the subject line “119 Caption 
Contest!" THE DEADLINE IS FEBRUARY 1ST. If we choose your 
caption as the funniest, it'll net you a PSM Prize Package, so 
include your full name and mailing address! 


JANUARY & THE BIG CONTEST 


The Big Contest: Blu-ray Movie Collection 


i m WHAT YOU GET: 
m 
H CAST A VIDEOGAME 
MOVIE If your favorite 
videogame were going to be made 


into a movie, which actors/actresses 
would you cast? Send us your cast list! 


SEND IT IN Email your entry m Eee, One lucky winner will 
E to psm@futureus.com with f Е А ESO setan instant library 
“January Contest" in the subject line. еек A of hi-def flicks! 


Or, mail your entry to Future US, c/o 
PSM, 4000 Shoreline Court, Suite 
400, South San Francisco, CA 94080. 
Be sure to give us your full name and 
address to qualify. All entries must be 


STEPHEN CHOW 


received by March 1st. y à 
Е KEEP YOUR FINGERS WB. a 
CROSSED We'll pick our FROM WALKING DISASTER 


|G FU MASTER 
favorite entry and announce the оК 


winner in or around our May issue, оп 


E 
this very page! 


The Legal Stuff 

The PSM Editors will pick the winning 
entry based on their opinion of how 
spot-on the casting is. One entry total рег 
Individual, All entries must be received no 
later than March 1, 2007, with the winner 
being announced In or around the May 
issue. By entering this contest, you agree. 
that Future US, Inc. may use your name, 
likeness, and web site for promotional 
purposes without further payment. All 
prizes will be awarded and no minimum 
number of entries Is required. Prizes 

won by minors will be awarded to their 
parents or legal guardians. Future US is 
not responsible for damages or expenses 
that the winners might incur as a result of 
the Contest or the receipt of a prize, and 
Winners are responsible for income taxes 
based on the value of the prize received. 
A list of winners may also be obtained 

by sending a stamped, self-addressed 
envelope to Future US, Inc., c/o PSM 
January Contest, 4000 Shoreline Court, 
Suite 400, South San Francisco, CA 94080. 
This contest is limited to residents of the 
United States. No purchase necessary; 
void in Arizona, Maryland, Vermont, Puerto: 
Rico, and where prohibited by law. 


а 


FANDOM E Fan Projects & Fan Art & Fan Websites & Fan Etc. 


Fandom: 


Е WHO'S THAT LADY? Why it's Deanna Bee from Royal ЕЗ FANCY MOVES More awesome artwork 
Oak, MI, cosplaying as Lady from Devil May Cry 3, of course! (of Soul Calibur's му and FFVII: Advent 
Children's Cloud) from Richard Kwok. 


Go Watch: "SHADOW OF THE BRICK" 


http://www.youtube.com/watch?v-DfuUbHgultO 
Inspired by “GTA: Lego City," reader Matt Obrebski of Hamilton, OH, decided to make this neat little film. It's Shadow of the Colossus, in Lego 
form. Two of our favorite things combined into one bite-sized package - kind of like a Reese's Peanut Butter Cup... or something like that. 


3 \ А E 


SEND US send your displays of fandom to us at with "Fandom" in the subject line. Art, 
STUFF! X websites, custom toys, cosplay... we want it all! The best stuff will be displayed here every issue! 


ОМЕ ОЕ ТНЕ 
TOP FIVE 


GAME-DEGREE 
PROGRAMS 


- Electronic Gaming Monthly 


E MEMBERS ONLY These stylin' jackets come from a 
reader known only as Lee. Hey, how about a PSM jacket? 


Student Artwork 
Francisco Cruz 


pa E 


Real World Education 


School of 


School of 


© MINI GUNS Phang Ni Zhen of Singapore crafted this 
miniature RE4 gun case using wires, felt, and plastic. 3300 University Boulevard 
Winter Park, FL 32792 


Financial aid available to those who qualify 
Career development assistance 
Accredited College, ACCSCT 


Army of Two: The Further Adventures 


CURRENTLY, SALEM a р 
AN? RIOS SPEND MOST oF 2 Д — 4! Л 
THER DOWN ПМЕ 
PERFECTING А SLAMMIN’ 
TANGO ROUTINE FOR 
THEIR UPCOMING 
APPEARANCE ON 


"DANCING WIH THE | 
SHOOTERS!" 


THEN THEY HEAD DOWN To THE POOL Foe А 
BADASS, HARDCORE COUT оғ 


«ұл SiNCHRONIZEP wy. 
Wü, SWIMMING! ,/2-- 


EN 


THEY ALSO SPEND SOME TIME POLISHING UP FINALLY, THE BOYS OFTEN GET AWAY FROM тт 
TER КАРАОКЕ DUET skila! АИ. FOR A PASTORAL RIDE ON A EX 
„тты à AE ommno d BICYCLE 2 " 2 ж 

2 аи EXPECT МЕ x # ALL T CAN vo BUILT FoR * (® 

TO JUST LET YOU (= TRY, GIMME ONE AN ARMY P 
HUT IT р CHANCE M 6 
BUT WILL ee WHATS Шр =: ОР / 4 2 
PROBLEM Е 
| TWO! f 


STILL El т? BING ом «Due. 
( CET IT? NO BING 
De НАМР? ях 


Next Month т PSM 


It's February, so you know what that means... well, besides our 
annual "Win a Date With Justin" sweepstakes. We're talkin’ ‘bout the 
PSM 10, our definitive list of the year's top PlayStation titles. Which 
one will take home the trophy for Game of the Year? Find out in 30! 


| AWARDS! 

| Here at PSM HO, 
we give 'em out for 
| making Justin cry. 
| Bill has three! 


PLAYER 1: 


ı Got the latest tirs & tricks 
at the AT&T blue room. 


. т б. қ Got varorized 
2)” А” | “by Player 1. 


% 2 
АТ&Т 
S 


©2006 AT&T Knowledge Ventures. All rights reserved. AT&T is a registered trademark of AT&T Km 


“video game perfection. P 


“...stands among the greatest PlayStation®2 


games ever released.” 


“...50 visually striking, so original and 


so well done...” 


“I'd be surprised if you find a better game on 


any system this fall.” 


play magazine 


Blood and Gore 
Crude Humor 
Fantasy Violence 
Suggestive Themes 

Use of Alcohol and Tobacco 


capcom.com/okami 


©CloverStudio Co., Ltd. 2006 All Rights Reserved. DISTRIBUTED BY CAPCOM CO., LTD. Okami, CloverStudio and the CloverStudio LOGO are trademarks of Cloverstudio Co., Ltd. 
CAPCOM and the CAPCOM LOGO are registered trademarks of CAPCOM CO., LTD. "PlayStation" and the "PS" Family logo are registered trademarks of Sony Computer Entertainment 
Inc. The ratings icon is a registered trademark of the Entertainment Software Association. All other trademarks are owned by their respective owners. 


Made with love’ by: 


<EIROMAG- 


Our goal iS to preserve classic video дате magazines so that 
they аге not lost permanently: 


People interested in helping Out in any capacity; 
please visit us at retromags-com: 


No profit is made from these scans, nor do we offer anything 
available from) the publishers themselves: 


Ifyou come across anyone Selling releases from 
this Site please do not support them and do let us know: 


Thank you! 


